


FOR ALL MAPS 


Sequence of knocks toner Areas FLA tromB 3 
tome 4 
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TABLE I: PASSWORDS AND SECRET KNOCKS. LEGEND | 


Sequence ol knocks to enter Artan Git rom 8 
hom 24re 
frome 





Sequence of knocks to enter Areas Hicks from D 
tom | 





Sequence of knocks toler Areas Mi tromG 512 
from Ll 1 
HomN 21 


Password 1 enter Areas ke trom G2 
CLUE, ‘No flower amet ax sere 
athe one that you can pat 
To we things you ve no son before 
Trace te sean pon the dow 
witha ha that «ded before 
SOLLITION: The flower ita sunflower. Trace «cine 
the sm) upon the door ther wth one 
ofthe crawling claws found in Area Fat 
‘with the Rand of any character mo hax 
been alse fron the dead reincarnated 
cor rsrected 





Password 1 enter Areas Cie trom G2 

CLUE Like a iri the Land he Wind 
Se entvr dhrough my gale 
‘Andi yos would 
In your poche, carry = tar 

SOLUTION: The complete saying In the lan of 
the blind the one-eyed mac hing” The 
solani 10 enter tht room wth one 
eye cloned. In aio, the character 
rine carry a drawing of » ar One way 
of sacatying tee constioe mould be 
tase one of the war charts ie Rosen 2 od 
‘Area H. Bot at the DAT discretion. 
hand-drawn sar wail do 














Password to enter Areas Ga from Go 
clue Pree upon my wood its ips 
‘An become your handsome prince 
Tl take you to. place thats new 
1 you eater a overs do 
SOLUTION: Thelipt of a tog” either a rel frog or 
the gual imp Ava Mi the ara 
yn—muat Youth the dove Entering 
lovers do teers to Ube Lact thse ; 
character pasang theougé ths door Hi 
‘mus hold ade as they exe the 
threshold (a singe character 
lrmpting thin doe the second 
condthon = water) 
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The Dancing Hut of 
Baba Yaga 


by Lisa Smedman 


























The Dancing Hut of Baba Yaga is an adventure 
designed to challenge high-level player charac- 
ters (PCs). Ithas been structured for levels 7 
through 20 and can be played with a variety of 
‘character classes. Characters belo level? should 
‘ot go adventuring inthis module 

‘The adventure pits the PCs ina Bate of wits 
against Baba Yaga-an ancient and powerful sor 
‘ceress-and against the extremely powerful semi 
sentient artifact she has created: her “dancing 
Ihut"Itcontains a mixture of problem-solving, 
‘combat, tricks and trap, and role-playing, 

While higher-level characters might bs 
tempted to try to kil Baba Yaga and steal er hu 
this is not the focus of the adventure, Instead, 
Baba Yaga is intended as a nonplayer chara 
(NPC) who can have a recurring role in a came 
Poign, 

‘The adventure is broken down into four 
parts. The firs section, Story Background, gives 
the history of Baba Yaga-both as she is described 
{in Russian folklore and in AD&D* campaign 
terms 

‘The second section, Adventuring Inside the 
Hut, gives general information on How the hut 
changes from world to world-and how magic is 
‘warped within the hut and what effect this will 
have on 

‘The third section, The Deadly Dance, i the 
actual adventure. Init the huts exterior and each 
‘ofits. 36 interior areas are mapped and described. 
This section opens with a number of “hooks” that 
{the Dungeon Master (DM) can use to ent 
PCs into the hut, 
future Baba Yaga encounters 

‘The fourth section, Baba Yaga, contains the 
statistics new! to run Bab Yaga as an NPC. 

cause this adventure makes heavy use of 
spells and magical items from the Tome of Magic, 
its recommended that the DM have a copy of 
this book. 

Ti Russian folklore, Baba Yaga was a pow 
“ogre” (a generic Russian term for an evil 
femate wizard, rather than the AD&D game mon- 
ster) who traveled about the countryside in fy 






















































ing cauldron, searching for human victims to 
‘cook in her oven, She used! a magieal broom to 
‘sweep away all races of her passage, and lived in 
«2 pecullar hut that stood on two giant bird legs. 

‘he folkiles describe Baba Yaga asa with 

cred hag, witha long nose, messy hale, and false 

eth forged of iron. She was s0 thin that she 
‘camed the derogatory ttl “Bony Legs.” She hob 
bled around her hut on squeaky shoes, and 
«yes flashed with a keen intelligence. 

‘Baba Yaga had a number of fantastic magical 
powers, She could cause thunder to grumble oF 
the winds to howl, could command the sun (0 
rise and to set, and could detect a person's nallon- 
ality by sniffing him. Inside her hut was a foun 
thin that contained the 


























as, and a vast hone 
‘of precious metals. When there was house 

to be done, she summoned a pair of flo 
hands to dy wp. 

‘At times, Baba Yaga acted in a benevolent 
fashion, rewarding with magica gilts the young, 
birls who were sent to her as servants, But she 
also had a more fearsome aspect, Baba Yaga, it 
8 said, accompanied Death as he made his 
rounds, greedily devouring the spirits of those 
‘whom Death dispatched 

sorceress ("Baba means “old") 
the questions of those who came 
to petition her, but paid a price for doing so-each 
question made her age one year. “Your endless 
‘questions make my old bones ache,” she would 
complain 

‘There are hint thatthe petitioner also paid a 
price. In Baba Yaga’s own words, “People who 
know too much grow old before thei time” 























Baba Yaga’s Quest 


{In the ADED multiverse, the hut of Baba Yaga 
travels from one world tothe next, “dancing” 
(plane shiting) its way through the planes. From 
her control room deep within its core, Baba Yagn 
directs the hut to areas where she can collect 
‘magical items to add to her trove of treasures. 
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Although Baba Yaga is one of the most pow= 
‘erful wizards in existence, she has not yet suc- 
‘ceded In her most ambitious goal-immertality. 
While she has perfected a numberof spells and 
rmagieal devices that can either prolong her life or 
snatch hee back from Death's iy grip, she still 
fears that, one day one ofthese might fi 

For several years now, Baba Yaga has accom 
panied the minions of Death-minor beings who 
ondiict Death’s business on the Prime Material 
Plane, She has learned fom them the at of fed- 
Jing upon thes 
Jing them ina magical process tht transfers the 
energy of life into sustenance for herself (for 
details, se the description of Baba Yaga at the 
tend ofthis book). 

Baba Yaga has recently captured several of 
these Minor Deaths, and hopes to use them as, 
lute to capture Death itsell. Once she has cap- 
‘uted Death, Baba Yaga plans 
{that Death will ever come to lain he. 

Inpractce for this ambitious plan, Bab Yaga. 
thas tested her trap on a numberof other arche- 
{yper-personifieations of those primal energies 
{hat priests cal forces, She has aleeady captured 
‘nd released an entite trilogy of forces: Light, 
Darkness, and Twilight. As ransom, Baba Yaga 
Inas gained the povrer to call upon any of thece st 
‘wil She nos has complete control over the dra- 
tion of daylight and darkness on any of the 
‘worlds she visits, and ean control the arrival of 
dawn and dusk on any of the worlds her hut 
inhabits. She ean extend daylight when searching 
for something, or draw doven darkness when she 
needs to conceal her ations. 







































‘The Companions of Death 


“The Complete Pris’ Handbook describes thece dif 
ferent powers a priest can worship and draw 
‘magical powers from: a god, a force, ora philoso- 
Phy: force is described as a mystical poveer that 
Strongly affects the world, but which probably 
‘doesnt have a mind. 

For the purposes ofthis adventure, its not 





important what these forces ar, A force could be 
‘more powerful than a deity-and several gods 
‘ight deave their own powers from these forces. 
‘The reverse might also Be true; several gods might 
work together to create and maintain the force In 
‘any case it is assumed that a force can assume a 
physica form, similar to a deity’ avatar, 

‘One of the most powerful forces is Death, 
whose avatar isa hooded, skeletal figure, When 
inavatae form, Death rides a “pale” or greenish 
yellow horse. Death does not appear in this 
Adventure, but the DM may choose to have it 
‘make an appearance ata later point ifthe sugges 
tions found in the Concluding the Adventure 
section are used, 

The three lesser forces that appear in this 
adventure are Light, Darkness, and Twilight 
During this adventure, the PCs may occasionally 

impse the avatars ofthese three forces (a white 
Knight mounted on a white horse black knight 
‘on a black horse anda red knighton ated horse 

“The avatars that Death makes use of 
‘known as Minor Deaths, thei task sto dispatch 
‘those whom Death wanis to claim permanently, 
Death is nt all powerful, and sometimes loses 8 
victim as a restlt of arse dend, resurrection ot 
‘reincarnation spell however, any creature slain by 
Minor Death is permanently destroyed (x0 
‘moral can interfere where death itself takes an 
setive hand). 

While there can be literally thousands of 
Minoe Deaths on any given world they ar fily 
‘weak creatures (ce description page 28), 

"Note: If this adventure takes place ina cam> 
paign world with a well-defined and rigid cos- 
‘ology, the DM ean alle the descriptions of the 
forces accordingly Instead of using forces, the 
DM should use the gods of death, darkness or 
night, light or sun, and dawn, Wherever a 
description of s “ghostly horseman” appears, the 
DM should substitute a description ofa ghostly 
mage ofthe appropriate dety. The DM might 
also wish to change Area Gf (the stables) of the 
inut to something more appropriate for these 
gods’ forms of conveyance. 









































Adventuring Inside the Hut 





‘The Hut’s Changing Appearance 


[Baba Yaga’s hut has been described a number of 
times in previous TSR products. In the 1976 
Duncross & Dracons® stpplemont Erith Wis 
andry, it as described 98.8 hovel, 10013 fet in 
‘ameter, with an interior that was larger by a 
tor of 10 (100-150 fee) It conveyed upon its mise 
{ress the unusual property’ of being impervious 19 
‘metal, which passed fvough her without effect. 
DUNGION Mast 
the bis described as being just 10 feet 
‘containing within it some 30 rooms on 
wate floors. The guide gave the DM the 
“option of choosing between dozens of different 
ppoivers, malevolent effects, and side effects for 
thisartiac. 
Tn Deacow* Magazine Issue 83, the hut con 
tained dozens of rooms, gr 

























Wherever the hut stood, wild 

ravlivs fled from it, A gate made 

‘magical skulls surounde it 
"The hut itself was non-sentient, bo 








hada 
pre-programmed defensive "reflexes." Is 


f 

‘ection and movements were controled by Baba 
om control room deep within 

to ts extraplanar construction, 















ior Du 
«could both plane shift and teleport. 
Inthe ADKD 2nd Edition Book of Artifacts, 


was described as “quasialive.” Itcould 
see sharing its observations teleptl 
«ally with its master sin 
than 30 rooms; within them, only Baba Yaga 
could use summoning, interdimensional travel, 
‘oF teleportation spells, 

‘Over the years, the hut was sometimes 
described as eireula, other times as her 
Bach description gave slightly 
for the huts legs, as well as different movement 
rates, altack statistics, and regeneration rates. 
Likewise, the distance over which the hut could 
De summoned varied, as did the command phrase 
used toentort 

Baba Yaga herself has also been described in 























ore than one TSR product. One of the earliest 
‘descriptions ean be found in DRACON" Magazine 
ach time, her powers and attributes 





Why the Changes Occur 


The hut isa powerful artifact, created ages ago by 
‘Baba Yaga-one ofthe most powerfl wizards ofall 
time. This ancient crone built her home so that it 
‘was dimensionally folded higher levels ofthe hut 
‘cecupy the same threeimensional space as lower 
levels The result san artfet whose inerior com 
prises a discrete demiplane. Due to this unique 
formof construction, the hut only partially touches 
‘upon the known planes of existence. 

Because the Laws governing magic in a demi 
plane are determined by the erator ofthat demi- 
plane (in this case, Baba Yaga), the hut is 
Fimpervious toa numberof mundane attacks and, 

lfc. Within its walls, magic is warped 
Jina number of unusual ways. (See the sections 
Magical Immunities of the Hut, and Magic 
Inside the Hut) 

ach time the hut enters a diffrent world its 
‘exierior undergoes subile changes. This is why is 
igeneral appearance and attributes ae slightly 
Aiferent in each campaign world 

‘Atthe same time that the hut changes, Habs 
‘Yaga herelf undergoes minor changes. While her 
basic appearance and general 
the same she experiences sight al 
powers from one world tothe nex 

Tisha Yaga is awae of these changes, and is 
alveays careful to shift her hut only to those 
worlds where the changes will work to her 
advantage. There are some worlds Baba Yaga 
refuses 0 









































tons in her 














Layout of the Hut's Interlor 

‘ccause the interior of Baba Yaga's hut is dimer 
sionally folded, ts layout is deamatically recon- 
Figured each time the hut enters different world, 
‘This change is instantancous. The number of 
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rooms changes, 3s does their size and shape, as 
the hut's interior conforms toa pattern based on 
a different goometric figure. At the same time, the 
‘Contents ofthe hut automatically rearrange them= 
felves to suit the new layout. The only constant is 
{hat the interior walls, whieh are made of stone, 
says eemain five fet thick. 

‘During a rearrangement, some inanimate 
objects disappear, while others manifest them- 
selves. Creatures that have taken up permanent 

idence inside the hut arc also altered. Crea~ 
{ures oF characters who are merely visiting the 
mut when it steps into another plane, howe 
remain the same. They simply find themselves in 
‘new surroundings of a similar nature (for exam 
Ple, they were confined in cells Before, they are 
SUll confined in cells-but their prison has a 
slightly different shape) 

Fortunately for Baba Yago, her memory of 
the Huts interior changes at that 
the layout changes. She instantly knows all 
oom shapes and sizes, 1s ofall con= 
necting doorws passages, and any 
‘magleal properties or abilities that the hut has 
fined of lost. 

"Note: Iis not recommended that Baba Yaga's 
hut step into another world while the PCs are 
inside I, since this will requite the DM to com- 
pletely redraft the interoe! 

“The interior of Baba Yaga's hut always con- 
figures itself around a precise geometric shape In 
some worlds it takes the form of a tesserae (2 
four-dimensional figure composed of eight no 
‘mal cubes joined along theit faces) and has 48 
reas; each “area” can be composed of several 
rooms. In other worlds, it takes the form of a 
four-dimensional sphere with 30 areas. 

inthis advent, the hut’ interior is config 
ured ina series of equilateral triangles nested 
together in geoups that share the same three- 

ilar toa geometric fact 
re are a total of 36 reas on 








































































son Level 3). Level 1 should 
provea survivable challenge for PCs of levals as 





low 257-12; PCs of levels 13-17 can venture into 
the more dangerous territory of Level 2. Level 3 
should beattempted only by PCS of levels 18-2. 





‘Mapping 

Because the hut is dimensionally folded, map- 
ping is difficult; the areas will not fit together 
properly f mapped on a single sheet of graph 





or this reason, each area in this module is 
mapped separately. A letter beside a door oF pot 
tal indicates the area(s) that it ead to. 

Diagram 1: Areas of the Hut found on the 
{aside front cover) proves a visual representation 
‘of how the areas telate to one another. Any two 
‘reas that share a common boundary are connected 
‘by doors or portals some of them concealed) 

Level I includes Areas A-P. Level 2s made 
up of four “quadrants” (FI-4, Gl, Hed, MI-t) 
‘each of which contains four 
indus Aras Gd 

Ih ofthe higher levels has been dimen- 
sionilyfolied ve excupy the sme thee dimen- 
sional spaceas the level(s) “below” it, T 
‘access 16 these higher levels, the PCs must 
lise a specific combination of knocks (to enter 
Level 2) or must use a “password” (to enter 
Level). 

















Entering Level 2 


Each quadrant (a group of four rooms with the 
in} on Level 2 is entered by 
ifferent combination of knocks. Oe cont 
bination of knocks opensa passage to ATS FI, 
another combination s sed to open a passage 10 
‘Gia third opens the way to HI-, and a four 
toMict Here's an example of how it works 
‘Normally, a character leaving Area B would 
only be able fo enter another Level 1 area-Area C 
for Area F But ithe correct soquence of knocks is 
‘used, the character can use the door that nor- 
mally leads to Area F to instead enter Areas FI-L 
‘The area to which the door leads is randomly 
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determined by rolling 1a. 

Suppose the charac 
From here, she may p 
‘reas in the quadrant (P1, F, oF). As soon as 
she leaves the quadrant, however, she returns to 
Level I-unless she knows the correct combina- 
tion of knocks to acess the adjacent quadrant on 
Level 2 

Ts for example, she knows the combination 
‘of knocks that gives access to Areas Gl-4 from 
‘Arca F, she can pass from the F1-4 quadrant to the 
{G1-4 quadrant by using an appropriate door (for 
‘example, fom Area F3to Area GD). 

Note: Characters stepping from one quad 
rant on Level 2 to another do not enter a ran- 
domly determined area. A door leads to a 
randomly determined arca within a quadrant 
‘only when a creature is entering Level 2 from 
evel 

There is only one combination of knocks per 
radrant of areas, but the sequence of knocks 
thin this combination is changed, depending 





























Towing combi 
from Area Es and 5/4/3 from Area G. The DM 
should encourage players to knock on the table 
‘when trying combinations 


Entering Level 3 


Level 3 can only be entered from Areas 

bya charactor who tes the apprope 
word” (performs specifi series of actions) while 
passing through a door that normally leads to Ara 
Ga. tis not possible to enter Level 3 from Level I 

‘Those using a doar leading to Level 3 from 
Level 2 will find that i leads to an area that is 
determined randomly. (Rolla 163: 1=Area G 

-Arwa Gab; 3=Area G3e) These three areas are 
interconnected, and form the trap that Baba Yaga 
hopes to use against Death. Each has a secret 
ddoor leading to the central control room (Area 
{G3d). The control room can not be entered from 
Level 2or from Level 


















A character leaving any of the outer rooms 
‘on Level 3 (G3a, Gab, oF G3e) automatically steps 
bhack down tothe adjoining area on Level 2 (for 
example, character in G3e exits either into either 
{G2orGi, depending upon which door is use). 





Magleal Immunltles of the Hut 


‘Baba Yaga’s hat has a numberof intrinsic immu 
nics to magie. The hut asa whole is impervious 
toall magical attack forms, whether by spel, 
psionic power, or magica itm, 

“The only magical items that could con 

the hut (except its legs, which 

y damaged by magieal 
spele) ae a spire of aition, an exra-power= 
fl dinensional mine, of 9 disintegration chamber 
lange enough to encompass the entire hut 

‘Should someone attempt to use any’ of these 
‘magical tems against the hu, it either moves aveay 
from them at the greatest speed possible or pla 
shifts to another works, Even if unable to estape, 
thehut can sil attempt a saving throw vs. spells as 
4 25th-level wizard. If the hut fails the saving 
throw itis destroyed. The resting implosion tears 
hole in space, leaving a gaping portal (about the 
Same size asthe hul that opens directly onto the 
Astral Plane. This opening closes after 1 ays If 
the ave succoods, the hut unharmed. 
































Magical Resistances 


All materials that are integral to the hut's 
1a (stich as floors, walls, cet 

indows) radiate a strong magical aura 

' to the following spell: age 

‘object, dispel magic, enchant an item, enlarge, 

‘lassee, limited wish, meld into stone, passa, 

hase door, soften, spike stones, stone shape, stone 

fo flesh, trnsmute metal lo wood, turn wood, and 
‘wish, and to the psionic powers disintege 
molecular agitation, and molecular re 

“They are also completely unaffected by the 

following magical items: mallckof he ten; mat 








ge: 
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ofthe tans; rod of cancellation; 
thd of size aleration 
‘addition, the huts structural components 
can subvert a numberof spells. Anyone trying t0 
force a portion ofthe hut to serve as an alarm or 
make noise (for example, by using the spells 
fiers) finds that it has a “mind ofits own” an 
fan pradice these sounds in eandom fashion. 
mark one ofthe hut’ surfaces mag 
nple, withthe spells wizand mark, 





cand of negation: 




















lealy (or ex 
glyph of warding, oF symbol) finds that the marks 






fisappear and Become ineffective as soon 2s they 
dre inserbed. Surfaces ean, however, be marked 
by mundane means-sith nonmagical chalk or 
pln, for example. 

aba Yaga, however, ean use her magic to 
‘mark the walls. These markings, since they are 
fot an integral part of the hut, ean be dispensed 
‘with in the usual ways (for example, with ers oF 
ip magic spell) 

‘Note: All furnishings, portable objects, and 
non-structural magical items within the hat do 
hot share the hut's immunities. They can be 

fected by spells, psionics, and magical 

















Spell Stealing, 


‘The hut’s structural components also can take 
conteol of the following spells: crushing walls; 
Eoard's Back tentacles, Maxi 

sone shape; tentacle ls transnaue rock to mad. I 
‘any ofthese spells are cast on one ofthe Wat's sr- 
faces, the hut can choose to store the spell energy 
and use it against the intruders. Fortunately this 
Ability isnot transferable fom one area ofthe hut 
to another; the spell can be manifested only 
‘within the area in which it was east-albet within 
any room of that area. 

The hut effectively “memorizes” the spell, 
which it can “cast” without having to resort to 
Yerba, somatic or material components (which 
were provided by the wizard or priest when the 
spell eas fist cat). The spell remains inthe huts 
memory for up to24 hours. 




















Les and Half-Truths 


Finally the hut’s semi-s entient status conveys 
‘upon it the ability to le, Should it be subjected to 
the spells stent or stone tl te only true answer 
it will give i its name: "the dancing hut of Baba 
Yaga.” The DM sre to fabricate es or haltruths 
forany other questions the huts ask. 





‘Magic Inside the Hut 


Because this adventure takes place within a pow 
‘erful magica artifact, spells and magical ilems do 
hot have their usual results when cast or used 
Taside the hut 


General Limitations, 


cause ofthe dimensional folding used in its cone 
irction, no magical spell psionic power, 

ie elect produced by a magical iter wil 
‘beyond the range ofa single area-even ifthe areas 
tre within the same quadrant. For example, 
Spell east from Area Ato Area B (or from Area FL 
to Area F2, of from Arca Gla to Gb) disppears 
{nto another dimension ast passes through a con 
necting doorway or portal and is wasted. The 
‘Same thing happens toa spel cast fom the interior 
‘Of the hit to the exterior (or vice versa). A spell 
‘nay, however, be east from one room to another, 
Tong as both rooms are within a single are, 

‘Within gic alfects only the area in 
which itis ens. Spells o magical effects that fila 
Wollme of space expand tothe limit ofthe space 
[ailabl in an ate the rest seopsoff into another 
‘imension. Spells that produce a wall or sphere 
Sre even more limited. The wall or sphere can 
‘xpand no further than the Himits ofa particular 
fom: it does not expand into or through the 
tals ofthe hut tse 

“There are two excaptions to this rule 

If magic is cast directly upon a creature or 
objec. the magical effect ean move with the rea 
ture or object from one area fo the next. A cha 

invisible for example, maintains this 






































Adventuring Inside the Hut 








invisibility white passing from Area A to Area B. 

“The second exception is that Baba Yaga can 
cast magle rom one area tothe next. Because the 
hrutisaltuned toher magic, her spells are not Ki 
ited toa single area and may passthrough door- 
ways or portals with ease. She is not able, 
however, fo use magical items in this fashion: the 
‘fects ofa magical kem-even one in Baba Yoga's 
Ihands-ate stil limited ta single are. 








Teleportation 


Itis posible to floor o ink within the fat, but 
‘only within a single area (or example, from one 
foot in an area another, Or one part of «room 
oanother, Spells that allow other forms of tele- 
portation (auch as dimension door, temsport via 
plants, sans) are sinlaly tied, 

So that she and her most trusted minions 
might teleport from one area to another inside the 
hhut, Baba Yaga has constructed five magical 
‘dimensional ey” that make this possible, Each 
looks ike a bronzed chieken’s foot, and allows 

person carrying itt teleport without rest 
tion within the hut Each key has been treated 
‘witha reversed Nystul’s magic aura spel to give 

pearance of a non-magical trinket. This 

“unique spell has been created by Baba Yoga and 

oniained in one of he spell books. If the DM 

‘wishes, itmay be written up and made available 
tothe Pes. 

‘Baba Yaga wears one of these keys ona thong, 
around her wrist, The other four have been 
tenirusted to the pit finds ia Area GI, who can 
{eleor into any area to deal harshly with thieves 
andl vandals. 

Should one of the keys fll into the wrong, 
hands (and should Baba Yaga become aveare of 
this) she wil send one of these pit fiends 
recover it If there are no pt fends left, she will 
Send a clay golem from Atea Dor a quasit imp 
from Area Mt 

"A PC using one ofthe keys must have ot least 
‘viewed the area he wishes to teavel tor if the PC 
Teleports to an unknown destination, the spell 















































backfires, with one ofthe results described in the 
“Dimensional Disasters” section. The key does 
not allow its holder to escape the hut or access 
Shot plane-onl to move freely between areas, 


Planar Contact 


Baba Yaga has constructed the hut so that erea- 
tures inside it cannot contact any of the known 
planes of existence-including the Prime Material 
Piane that exists just outside its door. Creatures 
‘or objects from another plane ean neither be sun- 
‘moned nor banished. 

"The following spells have no effect when 
‘used within the hut-even by Baba Yaga 
hrerelfexcept in those areas that are specifically 
Stated tobe in contact with a particular plane, or 
‘where the creature the caster Is attempting to 
‘Summon occupies another room within the same 
[rea (in which cave the ereature is merely 
‘moned fom one room to another) 














‘Wizard spells: astral spelt; banishment; conjure 
‘animals; conjure elemental; conjure spell compo- 
then; demi-shadose monsters; dismissal; dispel ull 
Uistance distortion; Drawemij's instant summons 
‘nergy din, ensnarenent estat transference; fl 
familiar; gate; Hornung’ random dispatcher; 
imprisonment; intensify summoning; invisible 
Mather, Khazid’s procurement; Leomund’s secret 
‘chest; major cretion; minor ereation; monster sui 
‘moni [-VIL; mount; prismatic sphere, prismatic 
{pray and prismatic wall (violet layer cannot 
Send creatures to another plane); repe trick; 
Shades; shadowent; shadow form: shadoto magic; 
‘Shadows monsters; shadoce walk; summon lycan- 
ihrope: summon shadow; sumeron swarm; vanish 
{link to Ethereal Plane); vison. 

















Priest spells: acral servant; abjure; animal hone: 
‘animal summoning FIM; astral spell astral windows 
‘ill weodland beings: chariot of Sustare; conjure 
‘Simals: conjure ath elemental conjure fre elemen 
lal; contact other plane creeping doom: dispel vil 
(heat deo clement soar ethereal gate; holy 
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twond; insect plague join with astral traveler mind 
read, ond toner plonar quest; plane sit; shadoxs 
“ngines spenk with astral traveler; stalker; succor; 
Simmon insects; undead plague; ard matrix; wolf 
‘gis; ond of eal, 





Psionte powers: astral projection; banishment 
dream travel; probability travel; summon planar 
creature, 












Magical items 
not function or have lis 
Tack of planar connections with which to sum- 
‘amulet ofthe planes; bow! com 
tang water elementals; razer commanding fre 
“elemental; bracierof lp smoke; censercontraing 
‘ir elementals; cuble gate; deck of many things 
(void, flames and skull cards go temporarily 
blank while inside hut): elemental compas; horn 
19f the trtons: horn of Vahalla; mirror of mental 
Pros porta ably lon) ol of eee 
of etherealness ing of 
{jonni summoning: ring of elemental command 
(quasi abe of stars, ed of passage 
(Gam only teleport within rooms ina single area) 
aff of the elementals (passa! ability lst); staf of 
the magi uss! and plane trace abilities lost) 
one of controlling earth elementals; svord ofthe 
planes functions as +1 weapon, except when 
tused against opponents from inner or outer 
planes): talisman of pure go: talisman of timate 
il; Trina’ entalogue of outer Plane ertifact; 
{want ofconjuration; tad of wore. 
Note: Powers ace lost only while inside the hat 
and rtuen when object is agai outside the hut o 
When itis in an area with a connection to the 
appropriate plane. Al properties that do not ely 
Uupon planar contact continue to function nor- 
‘mally inside the! 































Contact with Dettles 


Baba Yaga's hut is an especially dangerous place 
for priests (including clerics and druids). These 
characters are cut off from contact with their 





ities. While inside the hut, they are unable to 
Use the following spells: augury;commume; con 
‘ue eth mature; consequence divination; di 
{nypraton; draw upon oly might; genius; spr of 
power. 

Thaddition, the priest carries into the hut only 
that divine energy that is already stored within her 
boy. She can use only those spellsshe has already 
memorized; while inside the hut, her prayers to 
Ihave he spells restored never reach the eat of her 
‘deity, The priest is cutoff from contact withthe 
‘deity’ plane of existence; only by exiting the hut 
‘or entering an atea with connections to the appro- 

c outer plane can she make contact with the 
ind memorize mow spell 
estate ntl is with pre's dy 
are severed, and the priest also carries a trac 
Sivinccoargy waiter ay Ate sty 
{ole undead continues to function. Likewise, 
{granted posters of priests and druids continue 10 
Function 

Holy symbols, suffused as they are with, 
divine energy, continue to function normally. 

ble chunks of 

divine energy (such as eae of invocation, oF 
Incense of meditation) also continue to function 
‘ormally 














Sei 




















Dimensional Disasters 
Because ofits dimensional folding, Baba Yaga’s 
‘nut reacts violently to spel, psionic powers, and 
magical items sional space. It 









‘Sppeat inside 

“Those spells that t 
hhut include: dimensional folding; extradimen- 
sional manipulation; extradimensional pocket; 
inplosion/ inversion; Leomund’s secure shelter; 
tase, Mordenksinen's magnificent mansion; phys 
cal mirror, seclusion; spacewar; transformation, 
{ard matrix 

“The psionic powers dimensional door and 
dimension walk also trigger a reaction when 
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used inside the hut. 
“Those magical items that trigger a reaction 
from the but include: Daeen's instant fortress: 
portable hoe, wand of prime material pocket; warp 
‘marble; wel of mony word 
Ifthe PCs attempt to use any of the above, 
the effects are disastrous. Roll 1 








1. One ofthe user’s arms is permanently stuck 
in another dimension. The eharacter can stil 
feel his arm, but it cannot be touched oF 
used. It appears to have been neatly severed 
above the elbow; blood ean be seea flowing 
livand out ofthe pat that occupies the other 

mt ca later be returned 10 









‘extraimensonal pocket 
Ifa magica item trig 
tm collapses into a twordimensional object. 
has width and breadth but no depth, and 
can no longer be used in this dimension. It 
ft Later be restored by means ofa reversed 
‘Iu-dimension spell. 
fa spell is Boing used, the spell simply 
does not work. At the moment the spell or 
‘mally would have taken effect, one of the 
user's magica tems (DM's choice) becomes 
two-dimensional, as described above 
An explosion tears a small hole in the frie 
‘of space-time. If this effect was caused by a 
magical item, the item disintegrates. All of 
those within a 20-foot radius of the magical 
Rem othe impact area af the spel (or ofthe 
cater, if the range is zero) sulfer 1046 potas 
burn damage as radiance pours out of the 
Positive Energy Plane in a brilliant flash of 
inaddition, ll Uuose within 10 feet are 
146 rounds. The hole forms (and 
lf instantaneously. 
‘The user’s mind temporarily enters higher 
dimension, The wser mast sive vs. paralyza- 
tion with a -6 penalty or be deiven insane. 
‘The insanity can be cured by payehle surgery, 
or by a heal spell 























“Another magical item that poses a danger is a 
horn of collapsing. If this horn is sounded inside 
the walls, the hut must attempt a saving throw 
‘vs spells a5 25lh-level wizard. A succesful rll 
teans there is no effet. Hf the rol falls, however, 
the ceiling does not collapse Instead, a small hole 
is tormin the fabric of space-time. All of those 
‘within a20-foot radius of the hor suffer damage 
3s per effet 3, above. 








Spying and Serying 

From her contol room atthe centr of the hut, 
Biba Yaga com spy upon the yd surround 
hhtand therm ie he Hut She dacs ths by 
tmcans ofa series of trans-dimensional srying 
{ely thot con trans sights sounds, and sel 

Th jaya manifest 
themselves in this dimen ety fai 
ferent forms-mirrors, crystal, fonts of walet, 
dnd eyes in statues, tapestries or paintings 
‘These can be put out of commission only by 
Inagical means (for example by the spells dis 
Ieprte or dispel magi, of By a eand of negation 
‘oro of cancelation, 

Wal tescrying rays nan arc are put out of 
‘commision, Bab Yoga srs 110 pois of dame 
Sge-which she quihly regenerates: Destroying all 
‘te cryng relays ina ana renders on ofthe 
tors in tht control room bank for 24 hour. 

Visitors can avoid Baba Yaga’ scrutiny by 
casing the spells false sion, mind bla, Mor. 
deat’ sanctm, non-delect,sequser 
for seren, or by more ereative means, such a8 
{veloping one of the relays ina darkness 15 
adius ope, An ale of poof ages detection 
‘lla aso ust 

Most areas of the hut contain serving 
relays Each time the PCs enter one of these 
{reas thee ia chance that Baba Yoga wil be 
‘monitoing its srying relays from her contol 
oom (60% for Level 1, 73% for Level 2 90% or 
LEtvel 3) fo, she notes the PCs" actions, con- 
‘ersationsand alignments (through hee sense 
of smell ce page 62) 
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‘The PCs have the same chance of noticing 
that they are the subjects of this serving as are 
listed under the description for a crystal ball (in 
the DuNcrow MAsteR Gul). Noticing that they 
are being spied upon only gives the PCs a sense 









sliately pinpoint the tela. Instead, the 
DM should say that the sense of being watched 
Inereases as the PC moves inthe general direction 
fof the relay. 

Using the spel detect serving automatically 
pinpoints the relay. 


‘Attempts by PCs to Spy of Scry 





Due tothe hut’ ext onstruction, 
itis impossible to use magieal means to se inside 
It from the outside (or viee versa) Its als 
Impossible to magically sry or send messages 
fram one are tothe next (although itis possible 
to do so from one room tothe next within a pat= 
ticular area). The following spells and magical 
Hem are limite toa sige ae 











Wiaard spell: cliraudiencr:clairsoyance; demand 
ions ro dreamy; ESP, hocring sl locate cro 
tre: ocate object; mage mirror; Rary’ elepatic 
ond reflecting pool; serading; whspering avid: ws 
tnd ey (eye disappears into another dimension 
‘ands lst if it pases Uhrough a doorway or por: 
{al from one area to another it then no longer 
transmits information). 









Priest spells: ind the path; now direction; locate 
imal or plants late object; magic font. 


Pslonie powers cairautione; lareoyance;knoto 
ition; knoe location: spin sense 


Magical tems rst ul crystal hymoss al ser 
iso longer under the influence of beings fom 
other plane where debt pti of ase 
nln inet Yra eon est alow ewer 
Se throug any ofthe walls ft ht 





Starting the Adventure 


When Baba Yoga arrives ona world, she typically 
sets hor hut down in a secluded clearing ina 
dense forest. The first sign of her arrival (for 
those clase enough to observe it) isa wave ofan 
‘mals that emerge from the forest like wildlife 
focing a forest fre, All animals (who are much 
‘more sensitive to Baba Yaga’s fear aura than intel 
ligent creatures) within a five-mile radius of the 
‘nat le in error. 

‘The next signs of Baba Yaga’s arrival can be 
seen over greater distances. As she travels in her 
‘cauldron, thunder grumbles ina clear sky Trees 
‘rash over in the forest but the forest apps no 
‘mal to anyane who investigates the source of th 
disruption. See the description of Baba Yoga mag 
{eal cauldron and broom an page 6 for details) 

Finally, weird things stat happenin tot 
ne day might be unnaturally Tong, the next 
incredibly short The sun might ese tice in asin 
{gle hou period, or night might stretch on for 36 
fhours Each time the sun ses or ses a an usta 
thout, people catch glimpses ofa ghostly rl horse 
‘man. Each time day staldenly appears of night 
suddenly descends (without a sunrise or sunsel) a 
_phoaly white or Dlack horseman is spote 

“These strange happenings should whet the 
‘cuiosity ofthe PCs. To lure ther to the hut, the 
‘DM an use any (al) ofthe fllowing senarios: 










































‘© The area's inhabitants ask the PCs to look 
into the strange warping of time. The people 
‘are terrified that the world is coming to an 
‘end and thatthe gods have forsaken them. 
(his works especially well ifa significant 
calendar event-a festival day, change of sea 
‘son, of major anniversary-is approaching.) 
‘The PC only clues ate the sightings of the 
ghostly horsemen, which are mos frequent 
nan isolated forest region. Elther by ques 
toning the forests few inhabitants or by fol- 
lowing the horsemen, the PCs are led to Baba 
Yaga’s hut. Theie task is to persuade Baba 
‘Yaga to stop tinkering with ime. 





—————E———————————— SS 


" 





Adventuring Inside the Hut 








A young giet named Marya approaches the 
Cs, The girl is dressed in fags, and she 
explains tht her twin sister, Vassilis, was 
fold into servitude two months ago by their 
cwvil stepmother. The buyer was a fice ogress 
who lived ina tiny hut deep in the woods. 
Marya is terrified that the ogress will cook 
tind eat hee sister if Vasilis falls in hee see= 
vvan's duties or shows any fea. She begs the 
PCs to deliver a rag dol io Vasiliss, 50 that 
she willbe comforted by itat night. The doll 
Appears ontinary and rather seri. but rode 
tes a strong aura of divination magi. ean 
sive short (one-sentence), sometimes cryptic 
!nswers to any three questions per day. To 
‘etivate the doll’s magic, the use 

‘address it by ils name: Alenka, Marya tells 
the PCs the nante only they specially ask. 
























“Tugarin a traveling vendor of games comes to 
town or the PCs meet hin along the road) aoc 
befriends the PCs. This rogue’s specialties re 
loaded dice, marked eants, and “magia” rane 
stones used i fortunoteling, A short timer, 
the PCs encounter Togacin a second time. H 
‘wagon has been smashed, his merchandise 
‘scattred, and Tugarin has been mulated by 
‘what Tooks like claw and bite marks. Strangely 
‘enough, all that was stolen was 9 skull eaed 
From a deck of many things. The deck, still 
clenched in Tugarn’s hand, has lost its magi. 
‘The PCs are haunted by a phantom of Tugarin, 
who urges them to recover the missing ead 
from his attacker whom he describes ony 2s 
lite grandmother with squeaky shoes” 

le haunts the PCs (retuening in 1d days, 
dispelled) unt the cardi recovered 




















e PCs have been looking fora spec 
‘magical item, their inquiries hep turning up 
the same name: Questrix. This gnome illu- 
sionist owns the item, but disappeared one 
‘month ago into a mysterious hut that walks 
bout the countryside on bird legs. Alterna: 
tively, the PCs may finda letter written by 








‘Questex that refers to two wondrous items 
inside the hut: the "waters of wonder” and 
the “black flowers of transformation.” 

Even if the DM does not use him as an 
adventure hook, Questrix’s name should 
‘turn up frequently inthe days preceding this 
adventure. He has left a number of clues 
Sse the hat, and the PCs willbe better able 
Aw interpret these if they have heard his name 

ethaps the local folk (or Marya) are ask> 
{ng the PCs to help them only after having 
first asked Questex the same thing, only 19 
hhave him never return. Or perhaps people 

© overheard speculating on the where- 
bouts of, “That funny little wizard, 
Quest” 

‘A full description of Questrix can be 
found under Ava 














Exterlor of the Hut 


‘The hut isa small hexagonal og cabin. It is wine 
dovless and has a single door in one wall The 
Twat i 15 fet wide ard 15 foot al. ust 
sloping, thatched roo! is a wooden pat 
‘ing around the circumference of the hut that is 
decorated with strange symbols (these resemble 
the Cyrillic alphabet form Baba Yaga's home 
world) and carved eyes (srying relays) If trans- 
lated, the inscription reads: "Welcome to the 
hhome of Baba Yaga. Seekers of knowledge are 
welcome; seckers of wealth, beware!” 
When first sighted, the hut is motionless 
‘upon the ground. Surrounding it ata distance of 
is fence composed of 64 humanoid 
skulls, supported by the upright pillaes of thele 
‘own spinal columns, Each has excessively long 
those of vampiees. 























inating an area 60 fet outward from the Fence 
‘with a soft purple 

“The fence isa circle of necrophidius golems, 
planted in the ground about eight fect apart. 
Loyal to Baba Yaga, they let her pass, but attack 
anyone else. Anyone coming within 60 feet ofthe 
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‘ose watching ths hypnotic saying 
tnst make a successful saving throw vs. spell oF 
become immobilize, i atfected by a ype 
spell. half dozen of the necrophidi ben slither 
forward to attack cach helpless victim 











Golem, Necrophidius (64 AC 2: MV9 F118; HD 
2; hp 10 each (9 in head, 1 in spinal column); 
THACD 19; #AT 1 each; Deng 1d8; ALN; SA hyp 
notism, paralyzation; SD immune to poison, 
turning, and mind-influencing spell: MR nil ML 
fearless (20); XP270 each, 











(Once the fence has been dealt with, there are 
‘other dangers. f anyone not accompanied by 
Habs Yaga apprsches to within 40 fet of Uae ht, 
it rears up onto its two legs, which are 12 feet 
Jong and about two feet thick, and attacks. See 
the Getting Inside soction forthe leg stats 
From inside her control room 3 the centr of 
the hut, Baba Yaga can sce the area enclosed by 








travel 8 mile ‘over smooth ground or 
‘water, 36 miles through forest or jungle, and 24 

allother terrain types. Her second 
‘option is to ause the hut to Zeportin one round 
toany other location on the plane it currently 
‘cecupies. Asa third option, she ean cause the hut 
to “dance.” On the eighth round of dancing the 
‘nut plane shifts to another world. The lags can 
attack while the hut dances. 

Although the hut appears to be made of 
wood and thatch, ii immune to fire, acid, cold, 
‘water lightning, and any form of physical attack. 
is also completely immune to all forms of 
magic. Only its legs may be harmed-and then 
‘only temporarily. See the Getting Inside section) 

‘Ang direct magical attack onthe hut eauses a 
furry of downy white chicken feathers toexplode 
from its roof. The feathers flutter down like snow 
in 3 100-00! rads. I will be Tet rounds before 
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the feathers start to land on the characters (giving 
the PCs time to run out of the area of effect, if 
they choose to do so). After that the feathers re 
falling s0 thickly that they are automatically 
deemed to envelop those within the area of effec. 
‘Anyone enveloped by feathers is alfected as 
‘hough atacked by a cowl spell 

‘The feathers fall fora total of 44 rounds 
neluding te fist Id rounds mentioncd above). 
‘They can be blown by the wind, but disappear 
‘upon touching the ground, 








Getting Inside 


There are two options for getting inside the hut 
The firs s to use the proper command phrase: 
“Hey my strong locks, unlock yourselves. Hey my 
sty door let me in” (It must be spoken in Baba 
‘Yaya’s native language, which resembles real- 
‘word Russan.) One way forthe PCS to learn itis 
by concealing themselves fom Baba Yaga and hi- 
tening to er use it as she enters the hut-but they 
‘will eed to find a way to comprehend hee lan- 
‘guage. And there is acateh-the phrase will not 
‘work ifthe hut has already reared upon its legs it 
‘wil only work f the hut is settled on the ground 
(Uhatis, ithe PCs are standing more than 40 fect 
aveay from the hut). Alternatively the PCS can use 
‘lend lore o vison spell, 0 could wish the door 
‘open. The door istzant loca and ives access to 
Room 1 of Area A. 

“The second option is for the PCs to gain 
forcible entry to the hut, which can be done by 
defeating the legs i bate (reducing both of Uher, 
Simultaneously in any given round, to 2r0 or less 
Init points) The lgs then disippear and the ht set 
testo the ground, It remains motionless its door 
‘open until both ofthe legs have regenerated back 
{oat feast one bit point. The door then slams shut 
tind the hut springs back to is feet. 




















Legs (2: ACO: MV 24; HD 10: hp 45 each; THACO 
11; AT 1 each; Dang 346 (claw)/ 6 (claw):SA 
crush; SD can be hit only by magical weapons, 
‘ogeneration; MR 100%. 


Each leg regenerates thre hit points around, In 
Addition, they absorb the energies of any attack 
Spel east at them, gaining the number of hit 
pints that would normaly be inflicted. I the 
Stack was directed ata single leg, It gains the hit 
points; otherwise the points are split evenly 
Detwecon the te legs 
‘csides attacking with ts two clawed fet the 
‘nut has the option of dropping upon any charac- 
beneath it. The legs momentarily vanish, 
hen reappeat asthe hut stands up again, The hut 
‘ean drop once every three rounds, crushing those 
below i for 6i6 points of damage. 











Interlor of the Hut 


‘There are three categories of monsters inside 
‘Baba Yaga’s hut. The first type ave Babs Yaga's 
‘companions-magical animals who have lived 
‘with Baba Yoga for some lime. Some ate intelli 
gent and know many'of the secrets of the hut 
(including several of the secret knocks and passe 
swords), while others have only an animal intell- 
sence. Because Baba Yaga sometimes mistreats 
them, they may offer assistance to PCs who treat 
‘them well 

The second type of creature found inside the 
‘nat ae thoxe evil amano, monsters, and planar 
‘cates that Boba Yaga has summoned to serveas 
hhonchmen. Some are onatcally loyal, while others 
hate and fea Baba Yaga and must be kept in line 
by threats and powerful magical spell 

‘The third type of creature found inside the 
haut aze Baba Yaga’s visitors. Some are welcome 
guests (For example, the avatars of Light, Dark- 
‘ess and Twilight) while others are prisoners. 
‘fil others act as Baba Yaga’ unwilling servants. 
‘Baba Yaga normally teleports from one arca of 
the hut to another. But when using a door, her 
touch is sufficient to open any wizard lock. To 
move from one level tothe next through a door, 
she too must utter passwords or use secret 
Knocks. When passing through a door from a 
Tower level toa higher level, she too winds up in 
randomly determined are, 
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Tempo: Lento 


Level 1 of the hut can be exploned by characters 
of Tth level and up. No passwords or secret 
Knocks are required ta move from one area & 
smother an this is level 

Unless stated otherwise, all walls aze stone, 
all ceilings ae 15 foot high, and all coms are Ii 
by lanterns or candelabras that hang from the 
ceilings 

Doors are made of wood with the following 
‘exceptions: doors leading to Area Fare silver, 
doors leading to Area G are gold; doors leading 
toarea Hare black iron; doors leading to area M 
are bronze that has turned green with verdigrs, 

‘All mops are atthe same scale: one square 
10 et, except Area A (one aquare» 5 es) 

When the PCs enter the hut, Questzix has 
‘been a captive of Baba Yaga for several weeks, He 
is imprisoned in Area F 





Area A: Hut & Cavern 


1. The front door of Baba Yaga’s hut lends toa 
small, dark, hexagonal room with plank 
floor and ceiling 10 fet high. The room con: 
tains messy bed and a brazier filled with 
cold ashes. Pegs on the walls hold ragged 
robes, frayed ropes, and dried herbs that have 
‘gone moldy. Worn baskets on the floor hold 
‘hipped potery cups and empty bottles, and 
alcr leads up toa trap doar inthe cling 

‘A secret trap door is located in the floor 
under the brazier under tsa rusted ladder 
leading down, 


‘The ttc also hexagonal. The ceiling is just 
five fet high inthe center, and rafters slope 
down from the peak toa height of three fect 
near the walls. Dirty straw covers the floor, 
hiding the tap door there, 


3, This rough stone cavern contains jumble of 
boxes and barrels that hold stale Food and 

















sour wine. Behind them, a door ean just be 
seen. The door leads to. dese end and open 
ing it triggers. symbol of stunning, The other 
‘vious exit from ths room isa rusted ladder, 
set nto one wall itleads up toa trp door. 

‘Aheavy metal plate inthe floor is hot to 
the touch If his dragged away, PCs find 
anapparently bottomless shaft lending to 

filed inferno. Faint, ghostly screams 
can be heard echoing up fm below. 

Just 1d rounds after the hatch is opened, 
three two-foot wide balls of lame emenge from 
itand hang inthe air as if watching the PCs, 
‘These are wil! wisps that have mutated tos 
sed color and that ean imitate humanoid ries 











Will o Wisp Bi AC 8; MY F118(A);HD9; hp a1 
‘each; THACO 11; HAT 1; Dmg 2d; AL CE;SA 
electricity; SD spel immunities, invisibility; MR 
special ML fanatic (17); XP 3,000 each. 














The Deadly Dance 








Inside one af the boxes, only: partially hidden, fs 
a small leather pouclof gold coins anda ring of 









fest the hu 
The will 0" wisps 
opened and attack the party ifthe pouch is 
missing. 

a will 0” wisp is re 
hit points, it isppears back 
the ever fas beet ep 

asute, the will 0! wisps cieect the PCs to 
pouch, 
Jy’small pack (444) of rats inhabits the three 
foams that make up this area, They’ hide i te 

nedating anid bases. Th 

T/-Hit Dice (1-2 hit points ce 
‘ne respect each has one glass eye. These false 
teyes serve as Baba ¥. 

‘access lo Atea C is theough th 

‘of the cavern, The flames and 
anu its bout 



































Lappe 
sip 
‘eer, 
thity white mist Toe fo mal top 
eat 
Te mist has sep 
where the will? wisp ive 
Seid are sunpened seithin 
inset pit 































one exploring 
2 penalty each ronal oes 





topes lowered into the pit must a 
Save. The will 6 wisps are immune 

Thep 
wisps’ swamp, The swamp is located elsewhen 
ty visting. 


ss iret 





pay ny 
The will 








fn thei swamp at will, seem 
is PCsean do 
that allows. 








secky by means 0 








ain spells cast the pi 





dhe will wisps to return. 
‘At the D's discretion, other swa 

‘may also bestmmoned. The acc mist is con- 
fined within the pts cae not ener Area 

the other rooms of Area A 








‘Area B: Imprisoned Cyclops 


This room is utterly dark. When the PCs first 
center, any normal light sources they are carrying 
in themselves. Only magical light can 

penetrate the darkness infravision ts useless 
‘A cyclops that Baba Yaga captured on 

Tis imprisoned here. He is tre 
ess and fs swinging his buge club 
‘blindly, smashing, the pillars that line the was 
Debris lies rough the ai; there isa 25% chance 
sive, rolled separately for 

in the main part ofthe 
Ts struck by a splinter of some that islets 2 






















The room fas 2 ceiling that is.30 fect h 
yzeact af the longer walls and that curves 
rsa to reach a hight of 50 fect at it 
‘A round, theft miter set 
ape: this is the serving relay 
‘Avaton asa magical ight source iMuminates 
the room, the PCs sve the cyclops. At the s 
hey see 3 ghostly black Knight oma black 
hhorse (the force Darkness). The eyelops imme 
ely tacks the kaight with his club, which 































the cyclops! 
I vices hs horse 
Sra rds throng 9 Wall, disappearing ito i 
The PCs also sce pool of water, surrounded 
bya lege ane foot high, se ito the floor mid 
sway betireen the twa aor. The water tastes bit 
ter but has magical properties similar 10a rt of 
anyone who takes a good drink can 












tawo hours lecp that 
‘water fowes ils ffctiveness after just 246 1 
temowed from the pool 




















The Deadly Dance 




















Area B: Imprisoned Cyclops 





2p 

commer ofthe main room ills 
nthe mt doe 

Aes 1 glove with adi 










ine. silver coe oppunite it leads to Are 
{or tone awa, determine randonly 

oper sequence of knocks is we) 
bet uring al this time: when 
3 Was present it prod 
1. The wood has 
scerburuing spell and will 
hoes, 

















oranother 18 





nt, Cyclops: AC 2: MY 15; HD 13; hp 64; 
THACO 7; AT 1; Dag de: AL-CE;SA hl stone 
O i: MR il: NUL elite (16) NP. 








The eyclops carries club af smashing a magical 
item that tnctons in the same manner as. sont 


of lancing. After four rounds of fighting, th 
<¥elops allows it to “dance,” attacking opponents 
while he hurls chunks ofthe shattered pillars 
The cli far too lange for most PCs to wields 
euites a Strength of T8 or more 

















The eyclops i trapped inthis area because he 
{is to big to fit through the doors. He is furious 
‘with taba Yaga (whom he calls “Ba Ya") hc 


she stole and ate his lock of shevp, 
asked about the pool, the eyclops says is 
‘bad water” and warns the PCs away from 
igh he has drunk from it several 
paws its about Ba Ya save that he 
pus, but can describe one or tw a her 
ly believes his club apa 
ing off the Mack knight. The eyelaps 
believes the black knight to he one af th Yas 
Several days ago, the cyclops use charcoal 
to scratch marks on the floor near his fie 
AIMILIIM™ (the secret knock need ta access 
Areas Fed), Hehas forgotten what the ache 
but he knows that they were important to 

tiny man” (Questrs), 


































Area C: Kitehen 





The room also contains a bloodstained 
block. A secre 
block gives access 
‘tea A (sev Room 3 of Area A). The tap 
Wis activated by pulling on the empty 
imcat hook closest toi 
Note: The “fiery pit” illusion described in 
3 of Area A does not alfect those 
‘viewing the shaft from this ends instead, 
they see a 100-foot horizontal shat, tilled 
us to.a cavern, Gravity 
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‘Area C: Kitchen 








sar a nage stove, Cabba 
top of the stove 








Kite implements 
shelves, Each lable also holds a humanesized 

in pan aruda metal poe with a hook in 
ri ani scorcheat cloth padding on the 





vs from pegs oe Ke 








halle 
The stove is east iron a 
shaped Tike a dragon's 










stove, Behind thet 
Aloor (plowing re from 
The door leads to Area 8 





The stove is heated by 2 contained kt 
of red dag breath capable of infitng 
Sitoss pons damage The ites com 
Sieteiy Comtamed insite he stove and wil 
pil ont through either door) Any 

‘one of the roasting pans sah De 
gh using the pales! melt 

fe compte po 
Hounds; 














aiter this, they begin conducting the h 








‘normaly 
TA dombwaiter is set in the wall opposite 
the dooe to the meat storage room. Hoth its 








Aloor and shaft are just one foot wide. 
PPC smal enough to sit onthe dumbwaier (a 
thalfling or gnome, for example) can haul on 
2 rope, sending it squeaking up to Area D. 





‘One ofthe doors inthe kitchen is dimensio 
ally foe 4 give acess to the intestines of 
2 est pera who opens it This magic ea 
ot be dapeld. The “corridor” opens onto 
ppears taba twisting hallway with walls of 
Dvoit e miaterial and a flor that kne 
p in putrid skudge. The sludge ents 
onan substances stich a flesh and 
ing 26 points of damage per 
‘ound of immersion, The intestine lads gn 
ily upward from the door for 200 feet. I 
‘entually reaches the stomach, a “cavern” 
Me witha "lake" of digestive [vies 
‘Any damage dane to the walls ofthe “cor 
doe” affects the character who opened the 
Moor (or example ical cast into the cot 
Alor woul explode inside the character). 
‘There are warnings, however, AS soam 38 RY 
cer touches the corridor, the 
mist save vs, poison oF 
Safer mild stomach cramps 
If the person who first opened the door 
fo enter the corto, the character feels 
inc of isible Barrer The character 
must make a bend bars/lifl gates roll to 
ter. Should the oll succeed, the character 
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lagic at a4 penalty. Fa 
ath, and the character si 
5% 106 points of damage ifthe save su 
seeds, In either ease, the door swings 
anyone inside the cori 

the kitchen. The next person to wpe! 
bins the sequence 















the door 





‘Area D: Reception Hall 









1. This room contains a table bedecked 
clegant erystal glasses and a decanter 
silver serving teays sand on shelves 











the room. Each is ny 
Took ce th 

‘A duimbwaiter is se 
its doo 

Any PC si 





The decanter isa mg 
rine that pours wine 
Per round The ench 












ee! hisses ane unbeake 





ble, Should anyone try to steal eine 
fn the se 





ails 
v0 vs. spl ind themselves cursed with 
‘nsatable hunger that mimics the eects of Uae 
spell insatiable thirst. As bor 

an hear the singing he 
«online eating. Dag 














ul one ofthe trays a folded 

piece of parchment that bears to aseene- 
his atea. On its wri 

ripe (or black puxlding fesever, 

‘tcasutes of eatmeal, two pounds of 

ond thnse onions. Questia 














‘Area D: Reception Hall 











2 Behind a door made of black iron, a sircase 
winds upward around a see 
less pit that radiates intense 
sis ofthe pit andthe sta sate 
«coated with patches of ce altempts to elimb, 
the stairs suffer a -40% penalty. Thus an 
skilled climber has a 100% chance af slips 
ping and fling 
Unless the RCs know the secret knock to 
access Areas H1-4(7/2/3), they find that 
the stairs wind on endlessly, going 
rowhere. I the PCs use the secret kak of 
the door, however, the ice temparaily diss 
appears and the stairs lead up 150 fe 
© reaching a wooden door, This door 
‘one of the ateas in the Hed 
‘ant the are is determined randomly 
The way to reach Area H i by sleppiny 
lling-off the stairs into the pit. Characters 
{all noemally for 100 feet, then vanish (Th 
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tly onthe floor in Area H 
ined the balloons; see page 24) 


ane deposited 1s damage and is inflicted with a curse that 
cs that character to alway’ tll he truth, 
When questioning characters, Baba Yog 
where Babs Yaga consults these Brazier se sees the flames turn 
_peccls her monstrous guesisand answers blue if the truth is spoken, sed if lic tol. This 
ucstions from lesser mortals. Hthe PCs cifect is usually invisible tothe person be 
‘Questioned; other characters can only see the 
Color change by means of a detect invisibility 
Spell 
UW the 
‘continues to burn on the Moor it anol be 
pushed by any normal means, I does nat a 
ny of the structural components of 
swine functions as normal flame. Itean be 
od fom this room 3 suitable container is 
aves all ofits 





































‘one additional 
their attack, the miro fi 





ments oa 

wwhirrin 

bade 
fem’ boa AM 


room, and then only if the flame i con 
{bined ino ofthe beazier. 





Area E: Guest Rooms 
1. The 





fer arms of the eross-shaped om fe 

wo sets of double doors, 4 single 

‘wooden door (leading to Aeea K) inscribed | 

‘witha smd of for, ana single silver door 

(ending to Area F). Ail have excellent looks ( 

20% penalty to open locks attempis). The 

double doors alse are wizard locked. There | 

‘kk four flisy-laoking woos dooes in the 

frmce walls. 

"A rg i the center of the room hides four 

i its from view. Each pit i four feet wide, 

hands ace chained by four feet deep, anal sealed with 3 
ning before a These oublitis are sed 10 























frome (Babs Yoga. The 
tally; inside each is. sun of ad faanctions as a mirror of life teapping an 
whit, black sna ed friggered when a victim passes through a 
Webi the curtain isa theone, ‘ofthe normal doors leading Ya guest room 
Inundecs of precious gems. A golsten beazi {rooms 25). Roll 1d to determine which pi 
ol dust sits on either side of the victim winds up in. 
oll dst fac invisible flames “The victim shrinks or expands to fit isi 
toch the fa fers 246 the pit ina cramped position; upon release 
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ie is trapped in th 

Pil. The glass covers are immune to 

a bows, but can be broken by spells 

magical weapons, 

The only 

{vo its secret soe 
lest the seret dowry. Other 

tricks hoe viet by et 

trapped soe: she ts 




















iT contains» greater basilisk whe 6 
tse its yaze weapon throng te 

i Vcontains a yen ag wh 

Wf ablty to asst the font of 








Greater Basilisk: AC 2; MV 
HHIACO Hi HAT I 








HD 10; np 48; 
2S; AL N:SA. 
‘ona 1; SIR nit 





Maroosia (Groen Hagh: AC 
php al: THACO HL ANT 2; Dag 2 
ESA spall SD: 


2 MV 12S 21D 
2065 A 









ML 








seterminod ee i gu 
questions about Baba 
Ia cackles, "She a 
She has leaened 
hs cunstructed to captute hit. She kiwwrs that 
the trap involves miteors, ard she knows that 
Haba Vga captured the forces of Light, Darkness 
ul Twilight in the trap. I trees, the green hag 














‘Area E: Guest Rooms 





Slo escape and waen Death, in the hope 
favor with him, 

tach se of double lars is flanked! by pair 

H lie-sized statues of hell hounds, The sates 

relays. The doors led to two of 

he ter planes: Baator and The Gray Waste tis 

mes that Baka Yaga summons many 

wmen” (boaters and yugolots) and 

guests. Before any pnar even 

cross the threshold however, it must be 

so by someone inside the hut Spells 

re fom these planes case a 

the door mustbe open and the 

beta step 






































ce guest ems rns wi 
er bed with black sai 
an ceystal skulls atop each post. Thewe sas 
g desk and chair made 
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bones an a chonuelir made of fragments of 

blood-red crystal. The malti-faceted, 

fobof each chandelier isa crying eby 
The writing desk in Room 4 has 3 

paper crite 

Common ese 

fone parts baking soa, theve parts a 
0 Quests 




















an 
This ia clue 
tothe setet knock for entering Areas FIL 





Area F: Conservatory 





This Hlower-shapest 

Aang, domed room (0-foot xing tha 

into ght smler domes rooms (15-0 

though a series of archways. AM the walls ant 
are made of leaded glass; the 

the glass shows an outlandishly alien 

Toro suns ad thece moons in the shy 









































the same magical resistances asthe hut's other 
vals The dors leading to Are Band Area Fa 
nade of glass and appear to lead out into th 
Ibndscapes The lock an the oor leading to Area F 
isofexcelent quality 2% penalty to open locks 
tempts). The coor keadin 
Spl Ie fas ivan cigh flap i ts Base that is 
igs atthe top. 
ach of he smaller domes contains a prof 
Js. growving in clay pots that stand 
asters willbe ae to 
mt about any herbal component le 
ane 7 anal 9 reveals thee stacks of 
fovver pots in cach room. (The pots have been 
Werte for stacking.) The op Mower pot in each 
ne” painted an the bolton 
lett by Qhestris describing the 
rt knock for entering Areas Gla: there are 
pots inane stack, six pots in another 
stack, amd two in another stack 
a room has an earthen floor (a 
tbo the surface) 
iption are growing-all of 
‘Obwervant PCs nice 
that a dozen ofthe tallest plants (sunflowers) 
turn their “faces” toward the PCS, as if watching, 
them, These ave serying 
Tithe PCs have h 
flowers of transformation, 
tory to pick 


































































‘Attempting to dso amity curses al ens 
tues inthe co wictis hein 
downto 





Non-human PCs may be sti 
Taree At the samte Lime, an aemy of insects 
sitacks. These insects ae normal size, but ho 
Slatstcs based upan their size in comparison to 
tha ofthe shrunken PCS 











Ants (344); AC 3: MV 18; HD 3: hp 14 each: 
THACD 17; FAT 1; Dayg 244; ALN: SA sting for 
ZH additional points: SD nil Mail, MLaverage 
(OUXP 173 cach. 








n 
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Bumblebees (343): AC 5; MY 6, F124 (E); HD 
Gels p 26 each; THACD I 





np eae 
BA sc 
that succeeds by 3 oe more 





ops up 





horacters on attack 
all subsequent attacks. 
‘yatomatially hit; SD +4 bons to AC 

‘weapons; MR ail: ME steady (12): XP 1800 








The black flowers in the central do 
{locos of transformation. Characters who snitt a 
polymorph 
random cre 
incarnate spell 
wer loses its magia proper 
ative sans ad 
lays W these 
onaitons aee not met. Wouk-be hoetical 
wll ha wit how to duplicate 
rl prowl by the commer 
dens protected By the. 
lend it-cravel 








ells oe su 


































palms have been 
lr taker from trifower fonds: 
fll to 3 








‘must save vs. pol 








tnalead, hold sep, and tuening of 
ML feats (20):XP 120 each. 








‘Area G: Jazibaba's Playroom 


This area is the: 
shrunken eh 
uedintely attacks 
jn until they have bee 
ints. Triple Jazibaha’s hit lice, hit points 
image to represent her huge sie, 
1 strunkers PCs, 
isa drow breed 





sir of Baba Yaga's elven cat, If 
eters enter her lait, Jazibaa 
ng, with tvem ia ea 



















er coloration is 
other species: she sa mot. 
She is only partially tayal 
et mistress, andl may ad PCs who teat her 
well She knows the secret knocks for accossing, 
Areas Flot (5/4/39); Ho (9/7/2); and Met 
(5/271), She also knows that a gnome named 
‘Questris is being held prisoner in the hit's 
cells (Area P), 

Tacibaba doosn 

an to capture De 














now anything about Baba 

but knows thatthe 
an Twilight ate sub 
int to Haba Yaga. Tha is why’ itis always 
{wilight inthe main toon af Jazibaba’s play a 
The PCs may catch a glimpse of a ghostly red 
Aight on are horse ere oeiba 
sures “Twicknight”=a pun on the real name of 
Twilight 

Like her mistress Baa Yaga, Jazibabs is quite 
‘Okd-but is just as quick and agi jer She 
‘dtights in erucl jokes, and takes a calike plese 
‘se in tormenting her victins 























Jazibaba (Drow Elven Cath: AC 4; MV 14 HD 
344: hp 22; THACO 17; #AT 3; Ding 1-2, 1-2, 1-3; 
ALNE; SA surprise, enlarge, reduce, toe ep 
‘SD ESP; MUR 20% MI. Elite (14); XP 





1. The outer wall of this room is riddled with 
mouse holes at oor lev: nice scury about 
underfoot. The only visible exit isa sive 
‘door (leading to Area F 

The som i ile with the trunks of mas 
sive, living trees and i diy Ht like a forest 
At twilight. The tees scem to have rooted 
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‘Area G: Jazibaba’s Playroom 


























‘Oneot the 
oat in ils se 
domly dete 
the correct sequence of kn 
‘Another tee has lack leaves: a secre 
inits se leas to Area H (oe 1 a randomly 
2 in quran Ht 
knocks i use) 
ich as pes pli transport 
‘move the caster from one 
{to another, with a 1in-10 
her of the secret ex 

































the es with an esit anton 
Fs ‘area (Area H of Area Mon 
Only by knocking 














4. The bark inside the Q hasbeen inv 
i rizand marked with the words "Beware 
theeat” 








2-5. The doors leasing to ach of theater fo 

inthis aren are wizan! focke, Their 
fase handles serve as the serying relays. 
Each door features a hinged cat oor (x 
inches high), The rooms beyond are 













2 contains a soft carpet andl a pool 

in soured er 
fins a school of sardines that 
ically dhe and 
i ais ey tei out of this oo the 

main door bs opened 

Room 4 js Jazibaba’s “trophy room" and 
contains sx stuffed do, heads, mounted on 
the walls Each has been enchante with a 
magic mou spel an cites Gin the common 
the details af how it was billed by 








ret bre 














somtains feathers, rubber balls 
rire dragons, and a basket 
nix diferent 








Lf yarn act 


ope of entanglement, 
nthe 


fetes as s00M 3 ts removed, eran 
‘character handling 





Area H: Observatory 
LT c room is dominated by 2 round, 
raised das, eich holds a ecining easy chai. 
The chairs upholstery i black lather, deco 
rate with silver stor. The the 
Feather lke studs and can ‘ls 
they are decorative and donot affect the 
chai’ functions 
‘Over the dais i a domed ceiling that is 10 
fet higher than the ceiling i the rest ofthe 
room Each of the side walls are studded 
ight glowing spheres (poser by cm 
Tonal light spells) tat illuminate the room, 
These also serve as crying lays, 
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As soon asa character sits in the chair and 
leans back, a sam appears i the dome above 





unconscious). 
round aoe abjects-inching the PCS 
ode towarl the ope of (feet 













‘pening sis rounds iF 
A secret button ts oad on the andere 
em ofthe cha tt pushed 

. id. Ai 











‘sit snaps shut is eu in to, 

the dome in the observatory opens 
diet onto wildspace. While open, there fs 
avchan spellmanc ship wil pss 
by-most likely one filled With carnivorous 
sith pirates, as describe! in the Mtowstrows 
‘ana 

At the far ene! of the room stands I 
















currently visiting. The continents are 
Ingold. A secret door in one i 

is shaped lke one of the contin 
Strongly of sap, and can be 








‘Area H: Observatory 











ans radiate sirang magic and 
eal gateway to Area D. Any 
balloon and hoki its 














into it.The character floats up into 
the stairway shaft in area 1 

i from a point 100 fect below the door. 
he character is inthe center of the shatt 
and mist figuire out a way to reach the 
ies Ifthe character floats past the door, 
the balloon pops after 150 fect, sending, the 
character fumbling back dowa inte the 

att 
Each time one of the balloons disappears 
into the ceiling or is destroyed, anoth 
appears fo take ite place. The new balloon is 
tie tothe ring, M removed from this room, 
the balloons pop. 
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Stancases behind secret doors Bead lanen to 

‘loot that has been both locked an 

‘with a symbol of hopelessness. The 
ils tos lined with shelves that hol 

‘of star maps (invaluable to a speliammer 

pilot, but incomprehensible to 

Tucked in among them are 

tion from cd, 9 sero with 

ht an trate seeing ane 






















Jsblomind spell wa tine 
Sky. The flemind eHfect ends wh 
hha risen and the sar have disappeared, but 

urns i the victin gazes at a starty shy 














by Questeis to give ach 
that accesses Areas Glo from this atea. The 
op a black back 
Jrrourd) has been initiated with the letter 
‘On tis written th ‘Distance 
to Si 

Fridani is four space le 




















is two space lea 






olden i coo 

Hanging of a peg near the door isa 
stars. 8 secret door inane ofthe map cases 
Toads to area 








‘Area k: Stalrwell of Lost Souls 





Cobwebsfilled stairways lead doven on et 
Side of thisarea toa darkened "room" with ceil 
Ing height of ost hoe fet. tis impossible 
the opposite stairway 
room Fhe oor leading 40 Area H 
the door leading to Area 0 is of woo Uns 
moans and groans iste up from below 
iber of the party 

fom of the stairs, a concealed 
portcllis atthe lop of that stairway drops into 
place. Htawtomnatcally ses after ome ti 

PCs passing through the room below are 
forced to erawl on theit hands and knees, and 




























4-4 penalty mall attack ells The oor is 
re with thousands of co 
fusty shackles for wists and ankles have 
‘Been driven ito its tome surface 

‘Only by using a gem of erg ora tres 
spell can the PCs make out the trae nature 
the floor, the center of whieh has been over 


















with a living wall that Baba Yaga picked 
Ghuring a visit to Ravenloft, While this liv 
oor 





wi ng hands to pluck at characters crawl- 
ng over it H stewck, it fights back. Each 


itretaliates each time 





Living, Wall: ACA: MV nil HD 4: hp 210, THACO 
15/13/7; HAT 4; Dg, Wdr 2/2091 / 1a 
[ALCE:SA spells SD; MR 20%; MI. farlens (20); | 
XP 34008. 

pwc 


‘Area I: Stairwell of Lost Souls 
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of the 


fighters of 








guickess, a svwnd of tooling. 
Submission (same properties awa trident of sub 
mission. Each fighter has 4 +2 bons is 
tative rll 

The flooe also contains the sarpse of an 
level wizaed, enabling it to cast the following 
spells once per day: Minds hil th, 
stom, dancing lights, darkness 13° radius, 
magi, hold person, light, magic missile, polo 
ctr, sattr soe 

The ded NCS 
now thes 
Hit from 

ets who pro 

Mt, This an 

















ine 10 Free them fn 
aly be done 









le does that 
sn excelent mechanical sk (20% peralty 
toopen locks attempts al ae sind oe 
Insite, a T0-font-wihe walkway 

ye encircles four hex 
os ate 20 feet below the feet of the walkway 
The walls of each chamber re mirrored: One 
the si mirrors i each chamber serves asa sery 
ing eelay. These mieros (th th 






















rokem by magical weapons by spell 

At the center of each chamber frazen in 
place, isa blckerobud figuve with skeletal fans 
Fach figun’s face is shadowed bya howd, hike 
iasrubes.are dist with a glittering powaer tha 
sparkles white, op 
em) 














reste Minoe Deaths, exch foven 








‘raised a long sword above an executioners block 
and the fourth is using. key to tighten 3 metal 
col 





The Minor Deaths have boen trapped here by 
Baba Yaga. Each of the mirrored chambers is. 
prison that casts permanent temporal stasis spell 
lupon creatures iaskle i. Any creture who com> 
pletely enters the chamber fs automati 
frozen in place; there is no saving 

The temporal stasis can be ne} 
first breaking al six mire 






















ase 






‘ut of the ht. 
to the rang bese each chamber isa 
witha hinged Front that fs engraved 
Toleara mote about the table 
pen.” Underneath ths flap is. 
Dlamk white card (a skull card from a deck of 














~ Area B Sti 





is Chambers 
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swith a Minor 
hers who 
alec 

‘Characters teloported into 
fowcol to fight a Minor De 
sas ats the atte b 

yo leet act ts 

ample) finds thenselves instonthy 

a the ather chambers-anid 








ableau and 















ans the next 
porary vanishes 
festchamber that fees Up 2 2 
i Deas victory Wall the Ni 
the character feappears om 
sor ahe vanishes 
a teens ik 
the chamber for the trapped PC fs an iad 
tnethaal of affecting the outcome, and does Hot 
se the hover ta be teleported 
‘Ding the battle, the PC Fighting the Minoe 
Death isunable to exit the chamber. Attempts 
scape magic 


spell a 































uber by onlookers 
ithe Mino Death isc 
hana oes nt return. The card above its 
‘inter also disappears. At this point, the PC 
wv beable to 1 Oiher haeae 
{ers insite the chamber howe 
mut be lee breaking the mierrs nd 
‘ing alispel magic spell 
Should the Star Dest 




















acco niin its 
oa rts 

11 frozen posit. The victim 

the equipment and magical tems still on the 

toy) warn, having been utterly desteoyes 











Minor Death: AC 4: MY 20; HD +1 hp 33 
THACD Special (never misses) #AT I; Deng 238; 





ALNF:SA always as initiative; SD cam be track 
ais by magical weapons, imanne to cold. 
‘iearictys ATE 25%: ML Fearless (20) NP2.000 








oe Deaths are the physical manifestations 

«Matera Pane) ofthe force Death. 

Sane Death's avatars They afe most 

trey those who have thei for 
ne tale 2 skull cara from the 

“Spear halking plement of ese 

ee valess of its type incl 208 














wkaf man 























hae set out til 
ihr is iti 
{tre been desteoyest The Minor Death always 
ative, strsking frst in each round and 
target tn the case of Minor 
inmoones or gartotes, Sa 
otic the implement cannot 
femeck unl Uke Minor Death 


















magical 

weapon, Ang character hile by a Minor Death 

Mrorly destryed anal caro be fester 
foo aise from the dead. 

eae unable to speak, and ave 











iparayzation, poly 
Holy water has no effect 
ot be tuaned a controlled 





ph or skp spells 
fon them anal they can 
bp ack 

Hecause they ave inside Bala Yaga’ ul the 
Minor Deaths encountered here cannot be diy 
pelledor banished 











‘Area K: Laboratory 


wizaeds laboratory fs fully stocked with 
jal equipmenl (31985 
















riled meta tubes, meta ay 
Shuts cover the four L-shaped tables, The 
Shaped table atthe center ofthe soo feats a 
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Laboratory 























For tea) that stands thee f 
ly eels 

ut on 

tis bolted to the table 





I the proper command phrase is used 
lesnmow=the wen els at mea spell 

had been cast upon it, bong the wa 

‘Asa backup, there isan oil Lamp b 

ine, Ages ofthe samovar i this 


















seups, a numberof 
boss holding sugar cubes. 





oside ofthe sugar bone 











are the words “Some sig for your sweet tooth? 
‘Quests 
“The ceiling rafters are festooned with 


‘bunches of crying herbs, while shelves in ea 


h 











various magical compo. 
sled in glass jars and neatly 
2 script that es the Cyrillic 
Wizards should be able to 



















its. A door with an 
enalty to open backs 
pts leads wo Area Eand is iscribed with 
of ar. An unlocked doe opens onto asp 
aiscase that winds dow 1M feet to Ate L 
{also set of double doors that has 
flocked. The does 








oulle doors isa large cabinet 
At the center of the cabinet ina 
3 ts tooth. This 
snsile wo pick by no 
‘etivate this lock is 
into the hole. Ti 
‘ana chews the sgt whieh 


‘magical “keyhole” ie 
‘mal means: the only way 












ball, each 
id hanging. from chains. The spher 
oniain dried herbs, chunks of root, withered 
berries, sewds-even spider webs. These ate Haba 
Yaga’s “potions”-teas that must be brewed 
before they can be sed. None ate labeled; Usha 
‘aga can identity each by smell They include 
potions of auieal contr, climbing, diminution, 
fire resistance, yg, grt 
spo trssre fmt, an seater bain 
cligers of health, madness nd yout, a8 well 36 
thal mimic the effects of powder of the 
heros heart and poser of magi detection, There 
1d servings of each type of tea, and fn 
poisonous teas: types G, H, I. and J poisons. I 
re selected randomly there fsa MPs chance 
of selecting a poison 
Baba Yaga will be angry w 
plunder this potion treasur 
tempt to prevent the thet, 


























jh any PCs who 
ove and sill 
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Area L: Mechanical Works 


1. This nea is filled with clanking machinery 
‘even shouts can 















what the PCs bl 





fe walls, Hor and ce 
an he engi 10 
he ceiling are pistons of bronze 
tin diameter. Shooting up oa th 
floor ave jets of steam. Thore is no recognizable 
pattern tocither 
the PCs move 
2Wtischanee per round (0 
Separately foreach PC) that they will 
truck by ane of the pi 
age) or scalded by 2 
‘ange. This percent 
the speed of 






























ately, iis Lo 








ile a pla that sass down in 
Tht, unpredictable fashion-every 146 

The trap door opens onto a water-filled space 
(ae pool ka Room Lo 


‘Ano MD, 














‘Area L: Mechanical Works 








Iu contol room forthe pistons. ts 
ithe 

er 
ora, actor ter 
Pistons eal 
st charc' nine se 
tas the pistons either spe! uP 
i 






















te same manner as the piston 





ws the same symbol on the do 
ick af the door, a clue to accessing, 
Areas Med has been wri chalk 
“Gronze is made with one part lead, five 
ct and two pats tin. Quest 
for walls eat contol 10089 are 











ea potson, 
the room. 
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For every round a character spends in the 
theee fsa 10% chance that he contracts 
wasting malady that reduces both Const 











‘Area M: The Baths 








through the 
bottom ofthe pool. They must sivim up through 
TO feet of wer ta beak the 





1 The far anal 
tiles ht fo 
‘reales, The centerpiece of the 
Poo, whic is entre hn 
wide steps, Ateit 
streams of water eme 
into the pool, rippling ts surface 
five glowing spheres laminate wi 
tal ig spells nal hel in place by a leoiate 
lect hawors howe the surface of 
1 the room with ast 
the pool area 


ily quast imps 








ny feet 



















they can cost 
clay as Sth level wizaeds. 
TS qussts at the beginning of the 
ahs Yo il fram time to tie, 





‘ome to this rooms to onder 1 of them abe 









‘Area M: The Baths 





‘may also sen them ta ather 
twreplace a relay tha sp 
sion ehewher 





Imp, Quasit (13% AC 2; MV 15;11D9; hp St each 
THACD 11; #AT 3; Dang 1-2/1-2/ ot; AL. CE;SA 
poison, insatiable 

{magical weapons: SD spells: MR 25 
ge XPSOWD cach, 










‘Duc tothe huts usual construction, she quasits 
‘cannot wie thee commune ability. They 








3 divulge some infor 
fovthose who ean figten them more than Haba 
Yoga can (a haed tsk). They haw the sequence 











‘10a (6/2/4) theough a secret door in one of 
‘Bolden pills. I forced to reveal the secret knoe, 
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Any her knock sequences the 


ire 


quasit covers its gloss 


sye and merely 
nock, that Habs Yaga doesn't see 
what is up te 

The quasits have been shown some 
rer secret knocks on various occasions, b 
fe fongoten the thei lone ineligenc 

















ul ey Hiden ike the towels 
re: SH gems of 

Cs veaches for 3 towel 

tacks tases th 


ay ofthe 
tly 
tosteal its 























‘Area N: Vasilissa’s Bedroom 



























‘Area N: Vasilissa’s Bedroom 


“This area i lumina by lanterns made of skulls 
inal ight spl, es 
nclules a bed, writing desk and stool al 
paint vite wilh pink trim. There alsa a euch 
inst two of the diagonal 
Is stuffed a 
tna mot the salted ears ste there 
Sredragons, behulers dispacer ass mind ay 
rs harps hook horrors, seoepins ad renins, 
nein bight cheery colors, The cent eyes 
the hwo bohoklers ae crying flay 
































Tis is the bedroom of Vasilissa, a young 
peasant ge (O-evel naman) who has ben soe 
By her evil stepmother to Babs Yaga She must 





seve al Yaa fr tw fal years 
‘osilssa mises hot howe an 
‘Marya. and frightened that Babs Yaga will evok 
Anat eat Heri se doesnot follow her every conv 
mana She spends mc of her tee (65%) inthe 
n Area O), but an aso be 


















Yoslissa i terrified of the sted toys-and 
for good teason, Tove of them (a sixinch-high 
ion andl a one-ioot-high gremlin) ate dal 

The other 14 (many of them large: each 
he dragons # four Foot tall) ate just sted 
To's but are under the influence ofa permanent 
lana act spell At Tisha Yaga comamand they 
ha ly oat, al scurey’ tke toe eeabife coun 

eal 2 























coral sti oy attack the 
Characters with a THACO of 11, Hits da no dan 
‘ge. but should distract and impeade the PCS. 
ty om attack rolls for one 
of toys are armor class 8 and 
have only two hit points each. They can easily be 
cet apart by ede weapons, but are not haere 
by blunt sveapeins 
The doll poems attack at the same time, rely 
z upon the confasion to do sak attacks fom 
below gcorpion) or above and bein (reali) 
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», Dol 
THACD 11; ANT 
income 
ties MIR i 





ACH; MV 15: HD 10; hp s0each; family will get a reward 

Ding 346; ALN; SA Tasha's The FCS best option for “rescuing” Vasilssa 
hides langhter SD spell {s tobuy out her term of service by offering Haba 
IL fearless (20); XP 6008 each Yaga a suilable payment, 











The exits from this area inch 







‘Area O: Work Rooms 











stirteading up te woo 
| ‘rer 0) an Vaiss hasbeen given an impossible numberof 

hos tare grec eth enligi hden beh sks She mint tok the men weaver do the 
i} tne the shelve that bak the bundy clan the roms pais th sve beat the 





The secret dou lads to ‘carpets, scrub the floors tasks that ony a army 
Vasilissa knows about the secret pa f 
‘ack that gives acces to Areas M-42/1/5. She thacaton toeat het, shoull she lil ecole 
was aught itby a “funny these tasks. Fortunately, Vaslissa’s Kindnesses 
bigger th sulle im ber receiving help from a umber 
thon norma animals wl inhabit the ht Should 

‘once, but was terrified by what she saw they be kill, she will hve toda these chores ot 
behind the door. I pressed for details, sh oven Ths shes trong motivated to protec 
desribes hallucination from Avwa MB But since them. If found inthis area(s chanee) Veloce 
‘door lads to (with the knock) wi 




























the exset be veto thee ations, 

Isalotermined andor oe may OPA Ont 

another Mot 1. A wooden door is set inte cach wal ofthis 
Vaiss is under strict dots wot fo wander room. A trap door in the floor leads to a 








hut, Hut she has, ove 







Aight of spiral stairs (leading to Area NY. A 
sass knob, used to open the trap 
serving relay 

















































| MM (she cleans up the deoppinge here, and was rman speak with animals spel 0th 
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This 00 
flow 
‘Stoop fom one Basket to the next pick= 
ing pebbles out of the grain, shells out of the 
seus, and tgs out ofthe berries. 

‘Normally, sorting theough these foetus 
woul Vaslissas jo. The spares (eho 
ean also talk) 












because she 
fests, “Onis stress only gives ts thorny 
branches,” Hhey 539 







aller baskets radiates 
images It contains 244 berries that ha 
therey spel. Find 








water, ine far hanging 
Aint linen, The water inane ofthe tubs 
Steaming hot anvd seupy the other I 
Both tubs radiate magic: water placed in the 
fiat one beats up, become S099 
matically cleans any sem ienmerse 
{iter placed in the second tub becomes coo. 
ose it, 





















her 





she gives it 

mals, the dog cae talk. "My m 

fives meal bones” she says 
"A secret door behind one 

tw Area 





the tbs es 








1 a variety of cle 
buckets, rub 


This room conta 
aids brooms, 













tr of aint tick except that it docs ot 


‘Area 0: Workrooms 








Ay. and thatit cases Bindnes for 16 rounds 

by swabbing soap in the victi'seyes) 
Asceret oor 

leads 10 Av 


rer al Uh 1008 
fea ith an 





P.Ithas be 











‘Area Ps Prison Cells 


This area is entered through 9 secret door leading 
from Area O. Any PCs captured elsewhere ithe 
Wt by. Baba Vaya or her henchmen will be 
co those cells afer first b 
pment, magica items, hoy 
Components, These will be 
owed in the tease vauls-Atea 12 














1. The hallway in front of each cell (the area 
shaded on the map) guarded with an alr 
gers fn clangor, which sum 
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Each culls fronted by a sivinch-thick gloss 
‘door that blocks all sound; communication. 
with any be by gestures 

wooden bed with 









‘and ut sustaining food 
inthe cll oma regular basis, materalizing. of 
hat hangs in the ai foe 

ee crashing tothe floor. The 
ceiling in each cell project 3 
Tight thats painful to lok at 

isomers inside the cells 3 
smygical etfcts 
tnfeeblement ana feeble, Theit St 
Scores crop to Sand theieIneligence se 
‘ropa 3, Spellcasters ca atlemp to use ny 
spells they fave memorized but thor isa 95% 
chance o scast spells have 2 50% 
chance of 






















be restive wil 
Wis possible w enter ac 
sort of teleportation spel, 
Tully ae within one ane. But hone en 
sir the sane 


















The glass doors of the 
oem perfect se 

ing wells, Nooe aad ceil 

tiller se) by am object 

Mame that ict le20 pots of damage 

touched! by a living create, they emit Jolt 
‘of cltricity that inlets the same damage 
al part of the 

liane. They 
















Dr suffer the effects Of 3 mi 
‘Vietins suffer dementia praccos, 

Totaly uninterested in doing any 
80% of the time. Additionally, an alarm 














‘Area P: Prison Cells 














A greemabshai has boom assigned to guard 
the prisoners eld in the cell slumbers i 
this flamefilled room, hanging from metal 
bars by isi, 

RCs walking clown the hallway may notice 
{hat the wall adjacent o this room i igh 
twarm tothe fouch; this also shows up via 

to this roa it 

‘can nly be entered by stich magical means 

has 20% 











nfravision, There is no do 








os teleportation. Anyone enter 
‘hanct of waking the abisha 
sounds, the abisha 





ports out 0 in 
mpd allway and cannot use its 
ise the hit. 





aster, Green Abishai (21: AC 3 MV 9; HD 
S62; hp 34 eacly; THACD 15) #AT 3; Dmg 
Wa MH Idd; AL LE;SA poison: SD regenera 
“or better magical weapons to hit; MR. 

= (Oh XP SOO, 











10h Maver 
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The DM is fet ill the ells with hur 
‘net rom vious words tee 
One ell however, is occupied. R hobs Questa 3 
Wik level gna ay be 
arching for Quest 
fs "os" ha dhe i this ace 
Questrx entered Baba Yoga’s hut one month 
ago. in seach of the fabled “black fowers of tans 
formation” (which he found in At 
‘waters fe” But ton he cook fi 
<a waters, Quest was ea by Baba Yap 
imprisane a Ro 7. Ele now walizes how fol 
eal foam sucha power wae 
ng to Babs Yaga-his 


























hes toy 
‘Questris lost every 













Iie carried. Despite these losses, he 
wan fis ie. He wil 
gree lo go adventuring with the PCs 
Seem strong and compete 

plored all of 













asked ean 
Shut ofthe ht He has also vi 
fovms of Level 2 (Ate FL, F2, GL, GA, 1B ML, 
Mian can give a general description-minus 
the ticks, aps and sete dooes-of each of these 
reas. He knows the sectet knocks required 
Decess Areas let feomn Anca B G/3/)and A 
EG/1/3¥: tw access Lovels Gl-# from Atea F 
(4/672) aad Area H 2/476); to access Aves TE 
rom Area 1) (7/2/3} ann toaceess Ateas MIot 
from mt L(1/5/2) aed rea N 2//5) 
































AV HD 10 hp 28; THACO 17; 
pon: AL NG:SA spells: SD 
’Con 15, nt 16, Wis 12. Ch 


tris AC 
BAT I: Dig by’ Ws 









ve: Level 
Sind Level ar dps; mmr sue Sal Level 
iiy 1" rts: rari Lev: rants 
pattern; vacancy 3th Level advance sion: flse 
tn: He cannot rememorze his spells without his 
‘Spellbook, hich iin Room 2 of Area FL 








Tempo: Moderato 





Level 2s intended for charac 





hocks ne 





dadrant (owe areas with the sam 
ot knock i required to pass 
inne quadrant ioanareain anather 

HA). A pas 
xine to aces anes on Level 3 













all doors ave 

‘wou, and Ti by lanterns oe cande 

Taba hat hang fon the cel 

‘Doors leading to other quadeants on Level 2 

bo dentfied they vere on the fest eve 
sin thei 


















Area Fl: Library 
1 


This room has floor-to-ceiling bookcases 
toll aro the 
ino the 





bbuks. Thace plain woedten doors Kad out 
the 0 
‘The room is flumninated by an iene 








chandelice, The round, cutrglass fob of the 
‘chandeliers serving relay 

There are thousands of books in this room, 

nitude of languages. Many 

fre frm other workds and cover sjcts tha 
re incomprehensible to the PCs (nuclear 
physics, cybernetics, ecology of alien era 
tures, ele.) The "books" take 
papyrus scrolls, clath-boursd books, cay 
{ablte-even computer disks! 

The vast majority of the books at 
magical, but to fool thieves Baba Yaga bas 
Cast Nesta's magical ara on several eo 
Tomes. (The DM should make up a list of 

) Also in ks are 
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‘Area FI: Library 














manual of by alt a sed mammal 
dogmatic methads. Lyiag open on 

the tables is 8 book that gives backs 
information on the four “forces of 
evil" four "forces of ultimate g 
the trilogy’ of forces known as L 





























Marathon py 
secret drawer ino 

‘of magieal sp 

manner as after 





but without 
‘understand magical wrt 
ens of peed vein. 

This room is protected by’ an aeril servant 
who has been ardered to attack anyone who 
dlamages.a book oF tis to carey a bok from 
thisatea. Once it has recovered the book, the 
‘eral seevan eases is atack to shelve the 
bok 




















Aerial Servant: AC3:MV F124 (A); HD Uo; hp 
THACO 5; HAT 1; Ding Sed; AL N; SA supe 

station; SD invisibility; MIR nile MI elite 
(14; XP9.000, 








2. A secret door near the Lop of the shelves 
Jeads to this oom, in which are shelved the 
magical tomes stolen by Bab Yaga trom ir 
ands many different works. 

PCs have been capt, this is where thie 
spell books will be placed. Within this tea 
sure trove can be fora dozens of books cn 
taining spells of every description, One of 

er" 

















and belongs to th 
Quest 

Tis room is protected by a cucuney spell 
that makes the shelves look empty: In al 
tion, each ofthe books is proce by ether a 
five trap (1425 points damage), a glyph of 
‘eanding that causes blindness, or arava 
spel: Each tap must be dispel span 

ye magi spelloma book has 

og the spins 























3. The secret dooe to this oom sat floor level 
anal is sand eck and protected by 9 sy 
insanity side is 3 table an chai, A map 
ff Arca Gla is spread out on the table, along, 
books and papers. The map dacs 
no shone the doors, and Is labeled “Lover 
Section of Death Trap.” Atop the map there 
fare two pages torn from spellbooks. pages 
Ihave thenstarement andl gate spells nec 
‘upon them 
Loose papers under the 
fonaugmcnting the priest spl 
plane potion, on th 
asotaatoryendaness 
possibilities of constructing ier 7 
‘Ne of gigantic proportions or an “inverted 
vil of men ri that open to every plane 
simaltancouy: These not 
spels may not be cast fom 




















rm a 
Hon the 



















on 
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The lable also holds a book entitled The 
One Thawsand Nas Death Bt contin a Uist 
‘of the 1000 different names given to this 
force 


‘Area F2: Art Gallery 


1. The outer wall ofthis corridor is painted 
‘witha wrap-around winter scene: people 
Fur hats, ann heavy coats. 

we single wonder 

staircase, The oor leading to An 

fl locked, The staies leads up to a set of 

‘ouble doors that ate seated with ornate 

Tacks set with tiny mirrors. Unlocking the 























weryone on thes 
tht lasts for hd 
tres) o¢ until spell 

ible doors at the top of the 
‘character looks 














ing through them sees a mirror image ofthe 
art gallery: Any character passing through. 
them must save vs spells. A successful ral 
micans the character merely steps back 
through a fold in space into the original ar. 
gallery. A failed roll raps the PC isi 
‘Of the paintings in Room 2.5 though held i 
of ie Ip, The victii isbe in 
painting, anal can be sel fce by carefully 
git out of the canvas with a magical 
lade (any cuts into the person inflict fall 
age.» per the weapon used, oF DY est 
dpe msg spoon the paling, 


































The inner section of the at g 
four statis that look exactly Hike gargoyles 
They have Been treated with permanent fre 
fire spells and glow with a light that shits 
tactineen blue aid violet, Tit eves ae sey 
ing relays. 









The tates are merely distraction f 
the real danger: the magical paintings on the 
walls. Twa of the paintings 
{unless PC has been tapped inside one by 
[passing through the double doors in Room | 
The other eight paintings are port 
depicting a different humanoid: 9 bears 
‘yaoloth 9 groen hag (Maroosia, described 
TnvArea Ela bearded gone ied felt 
{Quests aleseribl i Area Pha 
cexceutionce’s hood (a minor deat; a youn 
Biel (Ilya, the servant who pi 
Vasiisa)a drow elf: an oe; and a obo. 
Exch painting is set ina solid 
sort 2,000 

Ti anyone stands i front of a portrait 
‘view it the painting gradually changes ove 
dt rounds-so thatthe portrait looks more 
and more like the person observing it. This 
iteration és permanent until anol 
‘ices the pain 

“There a 20% chance, per change (now 
ccumvilative) that the painting produces a 

‘ofthe person viewing i. The clone 
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fics the same weapons, quip 
nd magical tems The lems disappen 
lane sk 

There's 




















nsay’s be trying to con 
ty that it the “weal” 


Vince the rest 





person, and 
Setual PC 








ngs ites a secret door 














the MCs, The serying relay for this area art 
in eakyscrapors 
sto hover in mid-aie one 

foot ind. AU three. 

‘wood but one ( 

mate of gol If 

used (1/672) 
fray mist forms the "wa 
‘of this 















esides its phyical attacks, the lizard has. a 

Uripletioned gaze weapon. On the first round it 

‘acts a6 ara of eneelement, On the second round 

rictng 1420 points of 

ron fies magic miss at 9 

rate of two per round (one from each eye) that 
ring great chunks out ofthe cane A143 damage each, 

om tothe PCs, iti about six the izatd is reduced to one-quarter 

the mist. Without some 

the Ethereal Plane, the 




















Tizard To them, 






projectiles that 
wns 40 foxt 





cy sp down into 
tacks this neve 
reat. The PCs remain at their current size 


6/ 1d6/Sd8; AL. NE:SA gave 
1 20%; ML steady (12), 1 
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‘Area F4: Fountain Room 





a1 DMs might want tw have 

cleport the PCs hete white they a 
the effets of beling shrunk by 

al lowers in Ares F In this cave, the liza 

es. +4 bonus to armor cise ana hit points, 

2 triple hit points a 

gest has no pace weapon, however 














‘Area Fa: Fountain Room 
is filled with the sound 
A shout tobe 
nates the center ofthe room. A poo 
the base of the fountain i filled weith maltivcol- 
Rising out ofthis pool 3 stonepallae 
whose sides have 
monstrous heads, Ot of the mouth of cach bead 
springs a ste ter of adifferent 
‘olor red, gree nig, ange woke, blac and 
Yellows Thestrams age up ito the air and splash 


















of colored 














1 streams of water has a different 
icctive when the eecipient 
Stands om the grate. The red spray restores 4110 
points. The oon spray can netalize poison 

fy can cute insanity. The orange 

sing, limbs after 2 

raion (arene ound if the severed 
hed tothe bouly). The violet spray 
bffers negative plane protection, The ble spray 
Teste to Heals creature that has beet 













tare to 
desiness, or blindness 





ving the nui 
pool must make 
Tis treating a 838. 0 








Mer de 
‘necessary, the DM shoul che eflets fom the 
follow 
‘Save spells or suffer Al1D points of da 
one 
poison, 
+ Sve vs spells or become 
2 Save vs spells or lose the use of one Han 
twbih withers 
+ Swe ws spells or lose one point of Strength 
2 Sive es potrification or be tuned to stone 
+ Save vs spells of be struck by disease (OL 
335), deatness (4.66%), oF blindness (67 
ore. 
Te waters gain their powers by eyeing through 
ain: any water removed fram the fou 
neatly kes its may 
The eyes of the monstrous faces on the pillar 
serve a scrying relays, Baba Yaga makes fre 
ent use of this fountain (and partakes ofits 
ling, if she is injted). She does not take 
Kindly to strangers using it and sends her pit 
fiend henchmen from Area G1 to deal with 
inter. 
A secret door behind the yellow ("gold") 









sion or safer the eects of Type N 
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stream leas o rea G. If the proper sequence of 



















A second secret 
Heads to Atea P27 


so 
Ing The only i 
fame, swhic Bu 
inlste Lat 

within 20 feet and 244 po 
‘who pass within 10 fect, 
ates [e613 posits of damage 

When ni 















‘more ocasioaaly 

having sed ipod inblity Lo 

the athers. When they get bored ofthis game, 
an adounced Usion spell to procace a 











strange ch nocd to be tanstted) 
This isa ch passive” that gives access 
tw Areas Gi fr ts uanslation and solution, 
the nse 











‘Ano Anca Foe 
Inocks fs 
used (5/4/3). The tit doef of lack ton 30d 
Teauds to Area Hor to Aeea HL if the prope 
sequence of knocks fs sed (3/7/2). This door is 
also wizat locked 
Using this ates to pass to another is highly 
Jangetons, duet the pit Fiend’ ability to detect 











‘Area GI: Pit Fiend Lair 








sncistity aed detect chance 
that one pit fend will be whichever room the PCs 
‘enter (Room 1, 2, 0F3). Fortunately, the noise of 
1 it lends’ tag game andthe shadows cast by 
the flickering jets give 
attempts to move silently or hide in shadows, 
The pit fends are Babs Yaga 
do her fighting for hee 1 Usba Ya 
thioves or vandals elsewhere ia the hu 
‘orders ane of these pit fiends 
‘rea and deal with the proble 
Each pit fend carries 8 dimensional key 
bronzed chicken foot) that allows ito teleport 
between ness, Each ko wesrs calla around is 
‘neck made of magnetized stone. Should the pit 
fiend disobey or betray Baba ¥. 
focuses an instantaneous disintegrate spell upon 
ite wearer. The collar can be removed only ith a 
arish spell, which turns it to dast, Should a pit 
fend thus be fred ofits servitude, it makes ts 




































a 
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‘Area G2: Escher Stairs 


nd exits wo Baator 
Then is a sctying ey in this 

Ais are unable tise thei gate 
rat 








aatecu, Pit Fiends he AC 5; MV 15 F124 (Ch 

13, hp 61,63,71,64; THACO 7; #AT 6: 0 
1al4/ 14/16 1/26/28: AL 
poison, constriction, fear aura: SD rene 
Pair aamage from silver weapons: MR 50" 
fearless (20); XP 21,000. 












Area G2: Escher Stairs 


This are esi 
consists of a cross-shaped 100 
ft the ead of 













cross. Be 
Inolatkness. 
‘No matter how the PCs ent 

















they step into 


‘the room tough a plsin wooden door that floats 
wth center ofthe roam, one foot off the Moot 
THis magical door ¢ iA 

ena glass window set the door is 





















other four doors 
nto darkness Ihe 
aendee efoto Heads to the original 0m 
‘iter 200 fect. Conversely, anyone de 
Malrcases between the arms of the cross 

erat arrives after 200 fet at a door that 
aac nto dhe oniginal room, Staireases at 
correspond ear te same number 

The mike 100 fect ofeach stairway’ (50 feet 
in rom eter ofits two entances) i file with 
wadijcal darkness. Aight lise magic pel will 
Be S0 fect a this darkness atway ata time-but 
fhe darkness returns after 244 rounds, 
ng the darkness oF searchin 
boy touats cathe exits fon this room be found 
There tra silver dooe leading to Area F(or Are 

hahe proper sequence of knocks: 5/473) 

Staircase 2. A bronze door turned 
Verges leads to Area M (or Area MI with the 
Proper sequence of hocks: 5/2/19 steve 

Px pain woven doe in Staircase 3 leads 10 
Ga. Atuund its doe frame is inscribed a verse, 
Srrtten in strange symbols. (Ht amust be tans 
Thtea)) This is the clue to the “password” th 
[ves access to Arts Gia forts transation ad 
ution, see the inside cover, 





{a staircve that Kods up 
































Area G3: Orchard 


“This area isan orchard with apple trees and 
Theos deep stream of cream. The fist five fet 
Greach bank of the stream is made of pudding: 
Shyone stepping, into i sinks to. depth of six 
inches before finding solid purchase. There are 
seater bushes and rounded! bouts 

“Mh area fs enclosed by a fing of hursicane 
force winds that have tree tines the posser of 
(fust of wind spell. (The air inside the orchard 
ears sill) Anyone venturing into these winds 
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Area G3: Orchard 











‘winds abo fore 8 "ce 
‘W ext abowe the orchard 
sn this tiling mass 

















Stepping into them inva those areas. Each is pro- 
tected by an atuidance spall whit 
‘overcome before the portal 





‘and pudding, banks are 







athol in each tee serves asa scrying ry 





tree fas a bt ibbon the around 

ofits branches and bears magical 

ll thece coors (let ofeach oor). Ther 
his tree act as potions of 

and the golden ones as 

ign apple takes 1d 

















rounds, Picked apples remain fresh (and magi- 
‘ally able) for TH days. 

"This apple 
As violently to evil © 
owes away dom anyone trying to pick is fr 
IW must be tae! into giving its apples up (easy 
fora party that says they are enemies of 
‘Yaga ovhotm the tant hates for imprisoning it 
here). The treant would love to scape the Mut, 
nnd will cooperate in any attempt to fre it 




























D7: hp 36; THACH 13; 
AT2:Dng 248/248; ALCG;SA animate normal 
trees; SD never surprised: MI nily ML. champion 
(5) XP 2000, 








The other inhabitant of the gaden sya the ser 
‘vant gil who preceded Vasilisa. ya disobeyed 
Ts Yaga, and sniffed one af the black flowers in 
area F. Asa result she was polymoephed into 
Uatking hedgehog. 

iba Yaga coulda’t bring herself to kill the 
git for her disobedience, and instead found 
Soother use for hoe. She has imprisaned ya here 

the orchard, and calls upon her from te to 

filya isthe 
twill alle To pick the tans 
she befriended it by giving it her only 
‘posesionher blue satin hai ibbon.) 
Tiyan has existed on a lc of apples, pudding, 
ery fat. When 
the PCs arive in this ate, ce immediately hides 
inthe nearest bush. She desperaely wants to be 
turned back into a litle giel again (O-level 
human), bul fs wary of strangers She would aso 
like to escape the hut, bat is terrified that Baba 
Yaga will Kill and cat hee-especially after her 
remarks that Hiya has growe “Tatandl uy.” 

Ti the PCs help her to-escape the ut, i will 
turn out that tya fs the daughter ofa posserful 
hile She herself does not realize that she is 
princess (she was swapped at birth fora ser 
Nant child by a vindictive nurse) but her true 
parents have jst learned this fact, and are 
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snca, an altepts caution the PCs abo 
Thi they star Wo speak of aiding her SI 

Tesctbe the yneral appearance of most of the 
feavom Level 1b 

Contents She does not know 

rocks 








Hedgehog tHlyah: AC 8; MV 4; HD 1/2; hp 2: 
THHACD mi AT a: Dg ily AL LN: SA wi SD 
Ii NUR nil MI sty (XP il 








Area Ga: Stables 


1 Atthe center ofthis lily it 
pile of silver shavings (otal val 
oi gp) oriby twisted igre 
ince ofa dart till each han 
bir anal grayish, stakelibe skin fs shoveling 














Area G4: Stables 




















this treasure in through the open door of one 
Df the horse stalls a the rear af the room. The 
bre securely 














Around the exes of the door on the kit 
"A set of double dors at the oppos 
atures excellent focks (20 
soll) and ate addition 
bly barra! nd arsard ack, Behind th 
Ties the Ethereal Plane 
A wooden door banded with strips of 
bronze that has turns! green with verdgs 
Teaus to Area M (or to Atea MB if the proper 
Sequence of knocks is used: 8/2/1). A 
Srouuden door banded! with strips of black 
Fron leas to Ara H for to Area 1H with the 
proper sequence of Knocks: 3/7/2) 
secret doo, iden behind a dusty sade 
le cloth that hangs roma pean the wall, 
rds to Area G3. A verse has been crudely 
nctors IL must 
‘he tothe passwort 
that gives access to Areas Gs; fr is tans 
Isto and solution, se the inside cover 
'Abevken chunk of mites, poppet 
the opposite wall, sa srying rel 
The figure doin the shoveling i Joly, 
fone. He was once 
ssh served Babs Yaga asa bay 
portion of 
tel apon 
thm unt he became a Broker ane, Now he hs 
‘eum assigned to tend the sables-a task 
Considers to wy for Hable fighter 
ola as retained hs hitbce (he was. 91H 
evel) and THACS, as well as his ability to 
‘nt clargement on noslity upon himsel 


cond 
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Jolnag (Broken Onels AC3; MV 9; HD 9 hp 31; 
THACO 12; 4AT I; Dag 14/14 (clas /clam) of 
2 (shovel); AL. NE;SA nil SD regeneration; MIR 
fil MLestenay (11); XP 1.400 











Joliay knows what the stalls contain the night 
ants of the forces of Light and 
hess) I intimidated into talking, he can 
that these forces have come to pay homage to 
Baba Yaga, who can sum wil 
Jolnag als knows all the sec 
required to accens Level 























Stateless ara arad th he secret 

Kak (A bali: hone ane scratches on soe han 

les but they ane completely untae to thesecrt 

necks) fig illo his 

Ps, perhaps 

shut or hep fom Babs Yaga she's ond 

‘al she ast might ask one of the pt Bea 
FL ute in 

Tuna, hae never bee 

‘not now its passwonds-but he 





























3. The door woth 
mount of th 





are has physical form nos, 
the horse 





4. This stalls empty Those who look caneally 
atte flagstone flooe cam sce that it has hook 
Prints bared into iA single horseshoe that 
flows wilh fait eel Tight les i one of the 

















Nightmares (2): AC 4; MV 15, F136 (C): HD 646% 

hhp- 37 each; THACO 17; #AT 4; Dang 

16+4/1d6e4/2d4; AL. NE; SA buening hooves 

SD paralyzing elovil; MR ily ML elite (4); NP 
ao each 











‘Area Hi: Baba Yaga’s Bedroom 


This area has been built on two levels lo 
siting oom, alan upper bextoom. Tw fights 











jaba Yaga's Bed: 
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The sitting oom i ill 7 
rounded bay wires that has a seat below 
in The view (which gradually changes, as if 
airraftemountest camera were P 
ilscape far below) isof whatever work 
ut currently occupy 
‘ither side of the 












window 
anal, and 
has a han 













iting 0m is also furnish! with wo 

coches ana rg whose pattern forms poe 

trait Haba Yaga bee The eyes ane serving, 

relays) Behind one of the coulis isa secre 

‘oor Teasing, o Atea HZ Tt fs both wizard 
a an ath with a yon of sp 

















The upper area, of bestroom proper, has an 





ble am 





‘turn, at oval table, a3 


functions a6 ag 










is wing-fuped mms cloning i upon any 
‘me wha sits init except aba Yo). 
Ne 2 vanity table wit 















are three ps 


spelbooks, each with dil 





rea H2: Treasure Vaults 

















plete spells cant be east fom ther, 
Then fsa 10h chance tht Habs Yaga will 
a when the PCs enter it Othe 











intrude int this private sanctan,tlepo 
‘Area Gl and returning withthe pit Bends 
tose the intruders 





‘Area H2: Treasure Vaults 
this wellguarea treasury, Haba ¥ 
‘wealth that she has accumulated in br travels 
Iran of ifort worlds. Each room hols he 
‘equivalent of one milion gp worth of tease, 








46 





The Deadly Dance 











The vaults ane guarded by a greater 
hat has a bearike pe: 


[PCs entering this vault must save vs. spells 

Penalty or suffer the same effects as 
those prosiucel by the spell eompulsceo 
‘while i this room, 











‘ition tots usual powers, this yg 
‘an cast mirror inusge once aly, with the uni 
ability 

“dently ofthe real yugolots (for example 
to block the entrances tothe wats whi 
‘yuoloth fights). also fame to most 
affecting attacks, as i it had a perma 
Hank spell cast apo 











uncut diamonds to 
stones. All ane stoned in vee 
fo in pouches, Thete 





ny precious 
ine fa eases 














to the ceiling. One an 
reba 





ame och tod, polymonph ley 
spells hitonly by »2orbvtier magical wcapon 4. This vault hols jewelry, town aes oF 
e285 Nomis) NP LM ‘elven dipay cine Tere ae cow 
el tll caring a 

ims. there ae alser 
ooking paces mde of dar twisted 
ib made of eather or sly 













































necklaces strung with glass bess, and jews 

the ygotot atempes to dag the PC ck at ley made of a strange substance (pati) and 
this rom, where the ight can continue with set with lashing lights. ara splay! ina 
of breaking any valid. «case a the mide of the room, eset with a 








oe ke 
wizant locked. Additionally the door leading 
to-Awea HI fs mathe with asus 





thas Been set 
aa serving ela. 
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‘Area H3: Clockworks ‘Area H3: Clockworks 


This 
ches 
‘One full folation of either ro 


rea takes th 
4 rotate against each other a0 tha the 





mi of two goarshaped 














their outer walls mesh like tecth on 





thes up withthe correspond 
ther ron 
‘Once every 16 sounds, an archway opens up 
3 fram Roan 149 Roo 2. (The 
mn open onthe map.) PCs ma 
= must co so within ome round oS 















Ss, regaen the rota 
‘A secret door in Room 2 likewise aay’ ined 
Lup with Area H2, regardless of the rotation of 
Room 2. This door f wizard locked 
PCs entering this area must save vs pa 
Iyzation or sulfr -2 penalty to attack rolls due 
Aodizziness fom the rotation. 
cho the nites in this ata that does not 





























with aed pen 
those prose 
pointe. 

ound spent 














5. ‘This vault holds ant 
resasures, There an ‘lowes 
lass goblets, silver tea sets and spoons, 

laid swooden en lables, plush wool ras, 
es delicately painted 











‘sbi this room 
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Area H4: Skeleton Closets 








lowing, umbers (gta clocks) 

ach clock eset ta lferent 
fs filled with loud ticking, and evcey few 
‘at Teast one of the clocks will eth sttke 
hour or ing am alem bell 

lacks (one in Rooas tan 10 

naga and proxicea spel llct 
ch time they’ strike a particular hour While 
PCs isa 73% chance that 
fone of these Ml. Any charac 
tersin the 
penalty 

Each of the 
effet: a grandfather clock’s b 
Sam eects. tc hu 






































locks lout alarm ll pont 
‘Taos of deeing an 
‘lock’ hil 







‘powered 
picates the eects 

ks may be rest for the 

‘(The DMI may 











one goes of while the PCS are in the 
‘oom dhe next we clocks 0 off 65 minutes ater 
Ana thace hours ater resp 

The srying relays this aca ae am 
into the door of a grandtather clock in Root | 
and the lass dome ata tabletop click in Room 2 


Area Ha: Skeleton Closets 














This long. twisting corridor is onlin lit by 
Aanteens whose fuel is nearly pote I has VE 
rent doors, all af them seaoden with pla 

bas handles except for one doar wilh 

‘ane; this door lett to AveaG for to Area G 

IK the cortect sequence of knocks fs use 2/1/6) 
Heading to Atca Hf sand hick 














i 











All the ether doors open onto clasts. nse each 
is a skeleton dressed in rotting leather 
armor of cortode plate mail Wa close le bs 
‘open, the skeleton inside immediately springs 
punching twice each rou 



















dice (and are turned as 10 Hit Dice 

nd hit points, an Hower 
init only all da 
poe vial, bt cae to the 
i these skeletons sre vulnerable 
10 ml ann sione to flesh spell, 
rr ofthese spells turn them into formes 
bobs esting them, 





‘vonsters), THACD, 
ast 














ACS; MV 12: HD 10; yp $1 each 
THACD 11; #AT 2; Ding 248/248; ALN; SA SD. 
immune to chaee, fet bok, and slp, and cold 
oF fite-based attacks, lake half damage fi 
‘geal or piercing weapons MR ail MIL special 
X20 ech 





The first to times the PCs apen a clase doe, 
they confront only one skeleton. The third tne a 
door is opened, however, all the closet 
fy open and all the skeletons leap out to 
attack. At the same tim, the corridor is planet 
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‘Area MI: Creature Cabinets 








{nto inky blackness. Both normal and magical 
Surcesof illumination are extinguishes 





st they 
nner that it does on an X-ray photo 
this tight the aticking skeletons can be 
ty, white forms. The PCs bones and 
frnor ase the PCs may 
Inealtackes by thee ose companions 
"Any PC who declares that sive is trying to 
determine wheter the skeletal figure facing, he 
id Kae automatically fses in 
that ound 
Tete is no serying relay inthis ate 


























Tis room sill with a dozen glass-eonted dis 
play cases of varying sizes. Each holds a motion: 
We Gapparenty stlfed) animal in a diocama of 
its natural setting, hallway bisects the room: 3 











{gad door on one end leads to Area G (oo Are 
Exirthe proper sequence of knocks is use 
6/214). The door at the opposite end of the hall 
‘ay is made of frosted glass 
‘A secret trap door inthe Hloor between two 

1 the cabinets leads to Area Lz gravity reverses 
{feet part way through so that the PCs wind up 
‘Simbing inte Area L- The door to this display 
“Gav lose here isa 50% chance that, once the 
Secret door has been opened, vibrations from the 
piston in Area L wil je the font of the Display 
Case, causing to sting open 














Cabinet 5 is emptyzits glass sides serve a sry0g 
ir lass display’ cases contain 
matsea beer, chupanu, fore, 10 
s rhc monkey, post, rahi CEO, 
a lying, squirrel Each s very much alive; the 
mnlion as jars of preseration, Keepin 
feature in suspended animation. Openis 
fgloss front of any display case breaks this 
‘cneetnent frcing the erste within 
White these might appear to be Harmless 
mas, ia that Habs Yoga 
thas magically infected with vampirism. 
Ha PC looks closely at an animal, the can tll 
that there f something peculiar about dhe animal's 
wh Bul close abservation is dangerous any PC 
‘ho tooks carefully at an animal meets is a7. 
Unless the PC saves vs. spells with a-2 penal 
Character is charmed and fees compelled to open 
the display case and stroke the anima inside 
Teach vampire anna has a higher th 
atelagence (2 and pretends to befriend th 
cho apnea ts display case. I plays the pa 
{evoted pet until there isan opportunity to feed 
Sreeptitionsly upon this host (perhaps wi 
PC is sleeping 
















































Vampice Animal nt avg (8); AC 1s MV 4-18, 8 
ama, small HD 803; hp 39 each; THACO 13: 
EAT 1: Ding ed ALNE:SA gaze: SD +1 or better 
fragical weapon to hit regeneration, mits: 
‘Mf il Mag (12); XP 3.000 each, 
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The vampire ani point 
per round. Upon reaching zero hit points, they 
bssume gs anal mst he Back to their 








" is both 
fintact and empty 








irom cold or electicity. They can assume pascoms 
forms at will anal can spider climb, bua cannot 
shape chan 

The vampire animals have al the same 





fof the bat that we. 
Mi 
‘only summon | 
se the bt 
Dae to the 
by a vampire animal to 
ress i that chaacter fw 
sinimal ant wanting to pot it 














‘Area M2: Chamber of Hallucinations 


tying relay 
PCs first open any aloo 
this an emp 050 
stone walls and flooe 

foc wall 
















‘Area M2: 
‘Chamber of Hallucinations 


Doorways lead t 
MI, M3, and Ma 

















1, evil Any ch 
‘eit who Use 








essay liseli 





sion in eich only hallucinations an Wc 
ist, Fach character entering the 0 
rent landscape-the DM can choose 
flloscing sajgetions oe makeup others 
idles plain of bubbling mt pits ana 
ne geysers urn sky filled with ominous 
















sd by howling winds 
stir up clouds of snow The clouds take on 
mest, phony shapes 

The tom of 3 railed pit whose walls ne 
smear with slippery groom a 

A menacing, shadowy forest with dovens of 
pairs of glowing red eyes peoring out from the 
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tuuderbrash. 
‘Aju 
‘obsidian, across which acrid ye 
Blows 
’ battleteld upon which roting corpses lay 
layers: 





od Lanuscape of razor-sharp volcanic 
low smoke 








cep, picked at by vultures 
The PC can interact with the hallucination, 
manipulating objects and mowing across the 
DM might care to assign 
dlamage for example if the character falls into 
nual pit or cut by obsidian), no actus damage 
fceury: Any Hems the PC picks up vanish as soon 
the PCI 
The hallucination inthis aca cannot be dis 
pelle disbelieve or sen through By mean of 
Spells ial 
st, uta result of the character physi 
sion of dreams. 
ets and describe to 































is of her character see 
ecru heaving this ver 
PCs must all 3 exit looks 














‘one player to another 

i As each player de at his or hee 

actor i ooking fora way out of this area, the 

DM should ask, “What da you think this exi 
‘wow ook ike 

‘As soon as another player dese 

ja hisor her chaacter appears in the 














phy 





ppeni 
Mer through such spells as ESP, group mind, 





rapport, Aclepathy, thong Bradast, and tought 
sate o Uarough psionic posers sich as contact, 











payee mesenger, send though 
or sightlink. Once contact is mae, mish 
port tone another's hallucina e they 
how knony what the other character thinks the 
rain should look like. Alernaively, a PC may 
tise lnate retire, lsat object to fn the oth 
A fa the pat pall 
he zoom, but the spell e 
snake thei exit 


















‘Area M3: Testing Labs 





items sic ha erates. The sceying elas inthis 

ave three ss eyes. They are invisibh 
they levitate: Currently, they hover in Rooms 
‘and 3 taming to observe the PCs 








1. This room has three doors, One is a Fronch 
door with panels of Bhan glass that offer a 
ted view of Atea M2. One of wood, 
thas been decorated with an image of 
thew dome in git paint IH heads 10 
(ott Area Gy if the proper sequence 
fof knocks s wie: 6/2/4). A thi! door also 
cellent lack (207% 0 open 
temps) and is also ican ck 
There are two omnately carved cabinets in 
this room. Hoth ate locked. Inside one ate a 
rhumber of tay-like drawers, divided into 
Cubbyholes that hold various ache 
Stances: powde 
Stones, samples of dried dirt 
Sra chemical powders. Inside the other cabs 
‘etarea number of raw material for making 
‘magical items: wand-shaped picees of wood, 
































‘can be made into rings: blank pieces of vel 
Tuam and parchment for scrolls and inks in 
‘every color ofthe eainbow, made from var 
fous aichemical solutions. 
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This room contains tw tables, each with 
in fon variety of the co 

ents from the cabinets in Ra 

‘ut across the top 

hab 
















staff of pscer 






Vag sty ‘Most 
properties 7 
alts lightning fot 
ee nol the 
e. The ny 


ilyzation powers werk, 
sin sof thon ia 50 





stehes a vate 
sdom creature within range (but ne 
Wiekler). The come of cold ad fra fo 
tions work, but thle I 
living to east The 
sl of inoulnerabitty power works, bu 
Within it go olf nse the lobe, 
noms tobe bare, but fin 












abe 
fact covered with papers that have boon 
sprinkled with dust of disappearance Ht thie 








lust blown ofa map is even 
shows Area Ge (mittus th 

Jabeted "Deatl Tap, Upper Seely . 
are also two pages torn rom a spell beck 
One sheet con with 
comments an the possibilty of combining 
the effects of kage pris, novriad toes 

















iss, ane minimis containment The other 
sheet the forcenge spel, 
‘Another paps Soles on how a 





wizard might cast a spell that duplicate tha 
Dist spl abjure. final pice of paper com 
tots lab notes on experiments in atmo 
the ponerse a mir of ie 

ately these notes 

nob cast from these 








The wall, floor and ceiling ofthis room bea 
the marks of the experimental spelle cere 
‘within it. adiate stom, ca 














‘Area M3: Testing Labs 


Some surfaces a 
are pitted with acid 


oil. Tarry black gunk dt 


(the re 


Points of damage 
Multicolored 


the same calor as 


fone hou, If picked, the mushrooms roma 


fresh for 1d days 


‘mushroom patch leads to A 


4. ta 
ter. The pits walls 
metal. Loose metal 
Any character in m 



















re blackened, and oth 
‘or stained with steaks al 





rooms gro a clump 
er eating one te 
mushroom eaten far 












A secret door behin 
oN. 


th 





nd a locked door isa hallway leading, 
oom with a pit at the cen: 





are made of magnetized 
object ly toward them 
tetalarmor who advances 
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‘Area M4: Armory 




















o within five foet of the pit mast make 9 
Strong check: ifthe check fil the character 
fs draw into the pit and slowly sucked ito 
fsslepts, 1 takes for rounds fora victim to 
completely disappear into the pit. A vitim 
fan check e 

tive penalty of 















cl witha St 
ther 

umber of cocks 

therumber of rounds remaining bone the vic 








iv sped nto the pit each atm afer the 
first is subject to. cumulative 3 poral 
The pl of with swirling dust and 


appears tobe Hl fect deep. Iteantsine 3 per 
ite spell that destroys any 

‘enters it Baba Yaga uses it as a 
led or dangerous magical 








‘Area M4: Armory 


examples of armor from seu 

There 

rach displayed om a 

" 

) that serves as a mannequin The 

includes armor made from bamboo sts, 
‘ rite ooking 








aba Yaga has visited 





‘umaniied humanoid corpse (preserve ith 


















al 
ot shield and 
War t Ge 
















ai ele 












nnequins holds a weapon 
mts included! the calle 
om ate ashi of oar wchose emblew is 4 Meds 
thea (it fanctions as plate ma of fo), mo sr 
scimitar of poo. There bats a World 
War I vintage hand grenade, which the DM 
shoul describe asa mace. Any charactor using 
this “mace” has a 27% chance (per battle) of ease 
lng i o explode, inflicting 6s points damage in 
3 2sfoot rads 
{plain wooden door in one wall leads to 
‘Area M2. spiral staicase in the opposite wall, 
‘winds its ay up 100 feet to trap dor 
cess to Area L_ Gravity is reverse on the thee 
rap-dooe. The other extn this rom is 
































‘with a skull-headed hilt has been thrust 
Engraved om the Block are the words: "he at 
‘ioe who draws me shall command the dead.” 
This intelligent weap f chaotic ev 

alignment has been concealed by an undeteclable 
‘ligament spell. The sword isa «4 weapon and 
hasan intelligence of 14, 0 ego of 16, and the 
ability to detect good in 3 toot radius. spe 
ial purpose isto kill lawful 
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when in pursuit ofthis goa it cat cast animate 
dead (9s 320m level wizard) once por day on all 
corpses withio 100 feet ofits wilder. The dead 
Inecome zombies who fight along with the owner 
‘of the sword. 
‘Drawing the stwor from the stone equines a 
‘bend bars /it gates rol. Anyone succes m0 
Is or be cursed with an alignment 
snyge to chaotic evi The character cant 
e stvord away’ uni remove curse spel fs 
The characir fights anyone wh tries tote tl 
‘weapon before then. But once the remove curve fs 
vnent reverts to norm 




















{allen atror from a highly mechanized world 
The ghost appears tobe! 
ery implanted in its 
replaced with 3 glow 
‘and both logs hy 
chinery is wwaing 4b 
Innilitary logos and sig 
Instead of striking with its hands, the 
shoots laser built into one ofits mech 
ms ice a round; a Wit causes the aging, 
THACO is normal and range is 60 fet 
The ghost materializes when a PC touches 
any ofthe armor i this soom, Its utterly loyal 
‘Baba Yaga (whom it refers to as “the comm 
dee"). The ghost cannot fave this area. 






light while one of is 
e been replaced by 
jumpsuit covert 





























Ghost: ACOor8; MV9; HD W0;hp $7; THACD I; 
HAT 2; Dmg 10d years: AL LE: SA viewing 
‘causes aging, pani, magic ja; SD hit only by si 
ver or magical weapons: MR ils Ml: XP 7,0 





Tempo: Allegro 
Level 3 ofthe hut is intended for characters of 
{8th level and up. No passwords or secret knocks 
are equired to more betiscen aes Gls, GX ad 
(G3: these three areas are all part ofthe de 
















trap and are connected to me another 
Accessing the control room (rea G3) at the 
center of this level, however, should prove 
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The Deadly Dance 








‘Area G3a: Lower Level of 
Death Trap 











cestromly ticle. Each of the sent doors hang 
reilly cones ks wa bk 
iis protect! by symbol of dt. kn ai 
wore touehiny ane ofthese doors mst 3 
=I penalty or suiter 
"uses thom wo forget all abot tl 
The canttol room ist is protects bya fr 
biddance spell The password orich rust be p> 
ei Habs Yaga is “Open 
doors tom, hea 
Is probably wil have to oveehesr Bass Yaga 
her minions has been entrusted 
nerf is nike toa i be 



















swith it Baba Ya 















win he 
haba Ya 
‘upon the cantal oom 
The mieeors in 
ye relays. They 
rans (even by’ 


12 Gia, Gtb, and Gle a 
wnat be Broken by phys 
spans) an se 














wa 36 25th evel wirands 





sca att 
'All maps area th 
Wet. 


pe goal jo a 


‘Area G3a: Death Trap, Lower Section 


‘Baba Yaya has already tested this tap on the 
Tight, Darkness, and Tilight, and she 
sre om Death, She 

Energy 










the pa 
The cling of his anc 20 fet high; a hole at 
the center lous to Avea GUD, Four eoncave mireoes 
fhetive glass ace an ely shape 
he pte opi Mash ih 
onstanily hang sonal ae 
ashes. A Tow wall, one foot i 
ids te pit. The wall fs coveted it 
{iat with Pundnedsof prices yom 
leads primarily to the Ne 
butalso cycles theough a pre 
ramen sequence that connects i fora fraction 
‘fa seco ata tne fo each ofthe other planes, 
the inner, outer, prime, astral, 
in ture, Through it, Baba 
ga hopes o Tare and tap Dust 
Anyone touching the kxige surounding the 
it opens a gateway into the Negative Material 
ne and eeleases 10 shadows. Dut tthe gates 
mimnity, the shadows have higher than nore 
dice and hit points (and correspondingly 
ACO) and are tured as specal unde 
mediately attack any’ icing ct 
and How back int the pit after red 
iy creature i the are ta shadow 






















































Shadows (10%: AC 7; MV 12; HD 646; hp 42 each 
THACO 15; 6AT 1 Dig 14s; AL: SA drain 1 
point Strength por touch; SD immune to charm, 
wd, sleep: MIR i AM. specials XP 1400 ach, 














“The mirrors on the wall are part of a ganic 
marble, designed to contain the force Death at he 
‘emer ofthe room, They ar, a yet Sncomplet- but 
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The Deadly Dance 











Area G3b: Middle Level of 
Death Trap 





ares dangerous Any character passing inf 
‘tiene must make saving Uo vx spl 








2 though subject to a at 
Unwrsion spell, The elect spe iw 
pellah at wh sysiem 
Shock oll suffer pi 







Wher Habs Yaga ee 
tects herself with aunt ti sp 
Area G3b: Death Trap, Middle Section 





This pat of the 
character passing two the fe ba 
Set into the walls Gncleating 









1, suffering Gls 
They must ave vs. pa 
fom all attack ells ie to na 
escape until the agen stops spin 
ning-unless they can make bona bars/ it 
rolls. Any character making a successfl rll ca 
clave his way toward a aoe 

Those at the center af the room (anywhere 

the four micros) age thw iva at 

point, and hang suspencled misway 
between floor ard ein On the fet road tat 
the trap goes of, they must save vs. spells with 
‘penalty fal victim toa Hnelesness spl at 
Lists until the room stops spinning, The room 
stops spinning only if Haba Yaga resets it-whieh 
ceamonly be dane from the control room-or Hit 
rsh spell is usa. They cat bea ee fra this 
‘oct reverses empl stasis opel feast up 
them before they are imprison (x below) 

‘On the anyone atthe 
the oom must save vs, opel 3 se 
























































i howevee, they are tapped inskle the mir 

Jot images of the victims ca He ser on 
ach the fue mivors. them roken, 
the victims ate forever lost, Otherwie, they eth 
be feed using a reser imprisonment spall The 
DA is free to decide what other creatures ate 
faved trom 13 Yoga has teste hee 
























The Deadly Dance 











‘Area G3c: Upper Level of 
Death Trap 





wom Sn 











nap on all manner of beings 
While those tapped 








the wings of 
clutches of this tap, Anyone trapped in one of 
i ings cat use a ine sap spell to move trey 
(esp ng) for M13 rounds. A reve 
time spell might a 
fever To free those at the ee 
The mierorson the walls wach from floor to 
wl are slightly convex. The ceiling in 
6 20 feet high. A dome of glowing bars 
‘Mocks the hoe i the eli (see tea G3) 










ceiling, 








Area G3e: Death Trap, Upper Section 
e loor of this room 
glowing bars forms 
circle around this opening, effectively blocking 
‘ff the center ofthe roans from is wings-and also 















blocks the opening itself. This frcrage cannot be 
dispelled. Anyone passing between its bars 
sa through the 
the floor) must save vs. spells with 9-6 
‘become the victims of a Binding spol 
Trcorpowealereatures that fail their saves re 
‘only bound, but changed into corporeal forms 
that can be held within the bars. 











ach of the wings ofthis eros-shaped area ends 

na point aehose walls are covered with Mat mi 

Teach ofthese mirrors bears a mouth (iar 

el) The mouths create the 

finding chanting continuously. 1 all 

‘ight be silenced, anyone inside the forcecage is 
‘olonger bound 












Area G3d: Control Room 


The control room is dominated by a large, high 
backed chair carved from a single piece of ivory: 
The chair i inscribed with fi 
‘A rod velvet cushion pads the seat The 
insck contains a series of shelves; Baba Yaya's 
spell books are kept here, The DMs fee 1 fill 
these with various high-level and unique spells 

Baba Yaga’s magical eauldeon 
‘est onthe floor neath 

‘The mites that ine this room sl 
ing sce for the scrying relays found throughout 
the hut Some ae permanently locked onto a par 
tile ara, Others can bo use ew’ a Variety of 
areas. Any of the mierrs once locked onto a 000, 
‘Gane sett act ina manner similar 0a minor of 
‘retention, playing back events observed by a par 
jul scryingelay uring the lst 24 hours 

Mirrors 13 are always set on Ateas Gla, 
and Gle 
‘Mirrors 4-13 can provide views of the areas 
cover by scrying relays on Level I: Area A (ats 
‘yes: Area B (mierr in ceiling); Area C (eyes in 
Slove) Area D (golem eyes Area E (hell hound 

yes Area F founflowers) Atea G (door 

knobs); Area H Glluaniated balls); Area J 











sa inl silver 
























































The Deadly Dance 





sors: Aven K (gem in samovar): Area M (quasi? 

yea; Area N (beholder eyes): Area O (hn in 

Uuop dooe)and Anca P (ater fonts) At any given 
ofthese ars ane nol covered 











Mirrors 15-24 can provid 
covered om Level 2: Area FI (cryst 
nh Ata F2 (statue eyes) Atea F (tadae dish) 
‘Are FA (eyes on pillars); Area C2 (wi 
Area G3 (knolloles in tees) 
jetory: Atea HU (eyes 
em, tiara, portrait); Area 
‘Area SI abinel); Anca ME (invisible gle eyes) 
rx Area NH (armor vs rs 














‘agai in the ha 
PCs have prov 








fs Ha Yaga’ personal ate 
tion ehewhere, she is ea 
kein 

skopvor dink. A Monti’ fall low ales 
hherto the prsence of strangers i the contro rom 
and simmers to faethe ntrader 

abs Vay 
<onteol room If seriously outmatched she tome 
poral tekeports away to summon hee 
{pit ens in Area Gl clay golem in Area D, 
squssis i Anca ND, 

rom actions ofthe hut can be 
controll, Its legs can be directed to wall, ran, 
‘oF fold up beneath i, of can be made to danc 

ta pine it vo another world 
































‘alsa be con 
The choi rotates-slowly 

ths 

Fepositioning to face any of the mirrors. By 


mercly thinking a common any of the ms 
dy permanently 
sot-ean be licked onto particular lation, 
‘Adlitonaly 
control the clay golems in Ar 
toys in Atco N, oe the spin of ea 






























‘commands from anyone ese ho sits 
fn the chait-unless that person can dominate the 
hhutin the same way that an intelligent weapon 
must be dominated (see DuNcroN MasttR Guide 
Appendix), The PC must compare her personal 
ing score (intelligence + Charisma + Experience 
Level, reduced by lost hit points) against that of 
the hut (0) success, the PC can temporaely 
‘contol the huts actions-until she fs ousted frm 
the chai by aba Yoga 
‘Should taba Yaga be ill the hut acknowl 
‘ages ats new mistress or master the first person 
twho-can dominate it As soon as domination has 
been achieved once ited note teste in 
smptsat dominating the hut result 
inva magical backlash, The PC sitting inthe chair 
mst save vs. spell with at penalty the times 
the effects of three spl: Minds: ds 
ress and poser sod, st, 
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Concluding the Adventure 








Concluding the Adventure 











Baba Yaga 








CLIMATE/TERRAIN: Any 
PREQUENCY: Unique 
ORGANIZATION: Sok 






INCE: Gale 25) 
ALIGNMENT: NE 
ARMOR CLASS: 4 finches dexterity bonus) 
MOVEMENT: 12 
bhp 150 
THACD: 3 inches strength 
NO.OF ATTACKS: 3 
DAMAGEIATTACK: 419 (law)/ 4469 
(claw) / 241009 
SPECIAL ATTACKS: 
spells 

ICIAL DEFENSES: «| 
‘its non-metal weapon to hit 
fegenera 

old spells 
MAGIC RESISTANCE 
SIZE: M (5 tall) 
MORALE: Fearless 20) 
XP VALUE: 30,00 





) 


















Ste 21, Dox 18 (2 reaction, #2 to 
Con: Wis28,Cha 











ba Yaga Hooks ike 

le face, white, tanyged hair and bons 

Hee faces hideous to betol, seth a ong eae 
ses tha 






















she pret 
aid ofa stick, 
ste, anda 


heat, she tens to attack only hose wh pose 

threat to herself o her bu 

Thieves ancespes 
Beings eho ae polite to Ba 












respect the 
of her home find her willing to comverse 
with them. Shei difficult to deal with 
tempered, impatient and rte, However, she 
font of knowledge of all things magical, an 
bound to know'a number of spells that 
unknown on any particular work and shes wil 
change her knovsledge fr wealth er se 

he also owns vast 

PCs seh 
however f 





























teed i 
question asked af Baba Yaga (i 

c questioner by KIO years The 
I not tealize that she is ain unt 
‘her companions remark upon her change 

oF until the aging cases change 

sate 

awh ses therm ester Her 
ally lng life span, questioned 
sb Yaga replies: “Poopte whe 
h go ol to 

















fern wo Biba 





ready’ urna 
bout the: 






spot forthe young gi somelimes sent 
boy their families to live in fer hut ay servants 
aa Yaga usually dacs not harm the 
theie alignments are goox! She alw 
hem work har and isaftensbort-empore with 
them. Only if they vex hee severely will she pun 
{sh thom. Punishments commonly take the fort 
sending them home without the magical ier 
she usually gives to those who fave acd as her 
servants for two full years ‘especially 
‘harsh with ya the serving girl whe disabeyed 
ven then, Haba Yaya dil not Kil the 
y turned her ita hedgehog, 
this way 



































Yaga ts no fool. She is 

highly suspicious and trusts no one-even her 
specially ca 

we creatures she simmons fe 

emental, andl negative energy planes to 
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oe ber. She hevps these servants 
always keeps a 
devices. 





1 sith magical spells an 
wary eye hem with her ery 


Speclal Abilities 


aa Ya 
ane inept 
















asa number 
her spelcasting abilities 
Duc te her great powers and ev 








tabs 
Save vs spells at a3 penalty tis si 
Wwiznnd spell fear, exe 
‘ois its vietim to fein panic although tne is 
they are hol 


approach 30 fect fhe 





lasted 
Vag fet, be 
hose to 
ssi 3 
hws Then bs 6 
gina the gets due to fs. 
task causes the victan to te 
points of intelligence, dae toeatteme feat, wi 
the task is resume. Failure to complete the task 














‘within the allotted time causes the victin to 
become insane. 
aba Yaga prefers to fet her minions (cre 





tures dave fram ather planes) do her figh 
‘whe she stands b 

Fino melee, howe 
tecth oe with hee f 
a sha 


























of as) aga la tacks 
Type poison, 

fe tabs Yaga ageerates 
rh nid, regaeess of what cause 

her head oF one 

the severed member f 
teary and confines to fight oe cast spells 
itgetvan opportunity to oi the best. The 
heeded Tors head of Hibs 4 eeattach ise 


























determined by the hit points deat bythe sever: 
‘blow. For example, if Baba Yaga’s head were 
Severed by a blow that inflicted 12 points of dam 
‘ie the esd could be reattached in four rounds 
‘Although she is wntrained in psionics, Haba 
Yaga has one very power psionic Wild talent She 
is pretea ot all umes (ve when skeping) by the 
nual blank devotion witha power scoreof 16. 
al Yaga has both normal vision and info 




















"8 
Shee she has an 80% chance of detecting ai 
nent She also has 9 90% chance of detecting, 
place of origin (homme world), and 3 75% chance 

Yetecting invisible or hidden creates by 
"All these powers havea ange of 30 years 
faba Yaga has complete contrat over the duration 
fof daylight and darkness on any of the Prine 
‘Material Planes she visits, and ean cause the su 
toric and set at ill 

‘alba Vaga's has the power to feed upon the 
spirits of those who die in hee presence. To do 

is she must touch the corpse within 10 rounds 
inter death acetts. The victim must save Ws. 
‘death magic ata penalty of 6 oe hi spirit steely 

Sesteoyed, the viet 

ino dead, resurtected 
mated. Eating spirit takes one round 
Festoves ss Yaga ofall hit points 




































‘Baba Yaga can be hit only by weapons. 

inside her hut, she cannot be harmed by 

= metal weapons. All met 

{enagical and noemal) pass harmlessly through 
her When she ventures outside her ht she hases 
=o her high Wisdom score, Baba Yaga 
sgtins a Hf bonus tosaving throws vs. spells that 
Stack the mind. Hee Wisdom also gives hor con 
plete immunity to the follwing spl chaos, came 
ower char person, coma, canfson, emotion, 

























a 











soar, felon, fret fies mb, ol monte 





Fodder, hoon, gic or, gust, ayo exe 


Intelligence score, she is 
isof 7th level or les 

‘Duc t her fantastically high Const 
score, Baba Yaga cannot be killed by p 
‘Should she fal saving throw ws poison sufers 
‘only an entra 26 points 0 

fille 

igh Consttu 





















‘enh (or example, rah of eat, cont 
Atnense,cause lightseriousferitical wo 
‘yet struction dsintgrae, nergy 

‘Tat, power won All, Simple toush) Because her 
normal saving theo vs. spells 4, she can only 







teen though Babs Yaga is from ano 
ni is evil, she cannot be banished by 
tape oil spol. Noe bse ht aflected 











Wizard Abilities 


hs Jevel wizard. Sh 
eeontact with anol 





fone af the areas that specifically aloes contact 
tvth a particular plane, She is master at the act 
‘of summoning, ad has a number of these spells 
inher epertoire (inishment, conjure elemental; 
dismissals ensnaremet, te sible steer mon 
Ser summoning LVI, shadow monsters 

‘hats, While she is inside the at, she prefers to 
iad memorize spells that ar stl gaat 


















pohas he 
fotlsing spells memorized and ready for ws 

Ist level grease ight, pratection from go 
shocking grasp. slr. 

Daa lev detect not, ray of efebdoment, 
spectral land, Tsha'swncontrollale hideous au 
ean lack 

Seal tevel: dispel magic, hast, slow 












vampiric 


“contagion, fumble, winor to 
lity, polymer, su 

‘th level Cone of col, fchlemind, Leomun’s 
mentale labret, teleport (SD), 

“tl eve sinter, es, prc na 
Fi tev 
5 sequstr salu 
‘th love: Rigty' clench fist, binding, clone 
sass charm, person Min 

‘th hove crystal, power aor, Kl ps 
mate sphere, tin tp, sh 

fs such a powertul and 
‘well traveled wizard, tho DM should fel fee 
ler Her spells or lo make up new spells 


Ps 





put 








re gravity, spl tar 




















Priest Abitities 


In addition to being, a powerful wiz 
Yaga worships the gods of magic, and is 
level priest. As a worshipper of magi, she has a 
tnamber of granted powers: the ability to eonteal 
° ravision, an the 
bility fo shapechanyge up to thee ines a day as 
2 Ph level dri 

‘When the PCs enter the hut, Baba Yag 
the following priest spells memorized: 

Ist level antmlfiendship, command, detect 
agi, detect poison endure coi/hea, eutangl 
Incest to animals, protection fram goo, remo 
fear 

‘at level: ental fl traps, heal metal ld 
person, obscurement, silence, 15° radius, speak wil 
‘anal tip. 

3rd 






















el: cul lightning, cure disease, dispel 








— 


ery 











magic, melt int stone, me 
rent curse, speak with doa 





tive plane protection, 





Ih level: ajar, eure serious wounds, detect Bi, 
free acton, io with spel ay, oer ater 











| ip ev aie dood spk stones, tne svi, 
objec, Made hrs. 





‘th evel: ain 





Thief Abilities 


Haba Yaga as 
level 








ef. She can open locks, find or remove 
traps, hide in shacows, detect noise, or wad lane 


Thieving abilites: OL. 75%, F/R 80 
1h IS 5%, DN AO, RLOS 








‘Magical Items 
Because Habs ¥ 







the 
tot the 
ems, giv 

tet or diminished pow 


desceipti 
them mow farms exp 
ts, especial 












items ae spec 











aba Yay 
ff each of those floms and can 


Baba Yaga's Cauldron 


iba Ya 


sarpet of ying. Itean cary a single person 
1d poral) ana travel at a speed of 22 (MIC Bt 

























it But it also has additional mag 
lesan afew quiks. 
ha Vaga's cauldron of 
di; itcan gain an allie 
than a fot. Wf traveling across 3 
ly forces them asi 
Wing, a wei tra in ts 
our around con: 





Water such as a 
‘ocean. Any body of water les that 10 
s than one foot deep poses 0 











above it Each journey ofthe cautlan has 9 
ce of causing thund 
Storm (but one just thine 
ever ia clea sk 
The cauldron protects is occupant against 
spells of up todth level i the same manner os the 
lobe of inounerabty spell 
febound from the could 
by a spell turuiug spell (0 
‘unimied capacity 4 turn spel. 
The catkleon i protected against inte 
a five trap spell Anyone cb in without 
spelling the (rap sulfers 2504 points of fire 
damage 















wel spells 
protec 
on has an 

















Baba Yaga's Broom 


Whenever she travels in her flying eaukion, 
Baba Yaga takes her trod of track eosin aoa 

The broom (traditionally called 9 
has bristles 




















DIAGRAM I: 
AREAS OF THE HUT 






LEVEL 1 


LEVEL 2 


(i cevers 




















Advanced DungeonsGpiagons 
THe Dancine Huz 
OF BABA YacGa 


By Lisa Smedman 
BEWARE 9F BABA YAGA AND HER INTAM?US HUT! 


aba Yaga is an ancient crane who is 
said to have power over day and 
night itself, Many seek out Baba 
Yaga for her wisdom, which she has 
gleaned from centuries of travel through 
numerous worlds. Others, bolder and 
more foolish, search out the hut to 
plunder its treasures, which Baba Yaga 
has gathered from every corner of the 
multiverse. None, thief or scholar, 
who enter the Dancing Hut of Baba 
‘Yaga leave unscathed. 


my, HOW WILL YOU FARE NOW 
a.’ THAT THE GREAT BABA 
YAGA IS IN YOUR 
NEIGHBORA?SDe 
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